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BARGAIN SOFTWARE 
FOR YOUR XL/XE 




s to solve this classic 



TIMEWORKS 2 omTGHAPHic$ 

One of the most popular dtp in the Public Domain 

packages is enhanced and MAKING MUSIC 
improved ■ we test it out WITH NOTATOR 



SAMPLING 

IN STEREO 




Al LAST! CASSETTE BARGAINS FROM PAGE 6! 



New cassettes from only 95p each including postage/ 

Enhance your collection with these brand new game cassettes 
available now from PAGE 6 and NEW ATARI USER 




PROTECTOR 









Assigned to Fort Rucker, the US Army Hetteoprter Training School 
based in the Nevada desert, your aim Is 1o become the best chopper 
pilot this, Sid* Ol the Iron curtain. A real Protector! Your mission 
COnsiJlS Ol a Strategic battle of wits between yourself and either 
fdnolhiT pilot of a computer controlled RPV (Remote Pilotless 
Vehicle) 



ROGUE 



Vciu ate ihfi ROGUE. Your mission Is to search the Dungeons of 
Oeom lor the Amulet of Vendor. In Ihe dungeons you will lind many 
1hmgs to aid 1he quest far Ihe Amulet. You will also encounter 
fearsome monsters and liendish traps Ifiet wilt challenge all yo-y 
skills 



UNIVERSAL HERO 

GASP! Only seven seconds leFl Id save the planet! How will you do 
it Bun? Universal Hero has lo save his skin and everybody elsess 
by finding bits to repair a shuttle to g*l to a planet to pick up the 
spares to mend a space Ireightcr which is out of conlrol and about 
lo blow him and his chances ol gelling back to earth to atoms. A 
nail biting, multl-dimenslcnal, hl-res Awesome Arcade Adventure! 

HENRY'S HOUSE 

L tM; Henry has shrunk. He must navigate his way through the royal 
house-hold lo lino" Ihe cure. Avoiding all the obstacles in his path, 
from terrible toothbrushes, through pestiferous parrots and chefs 
Chasing chickens, to a final encounter with Ihe vicious vampire! 
Acknowledged by all reviewers as one of 1he best Atari games 

BOMB FUSION 

A terrorist gang has planted bombs throughout the Sellerscale 
Nuclear Processing Plant and you, as ex super hero (ex after the 
'Boris: Affair') have to go in and gave the plant and possibly the 
Morthem Hemisphere from destruction 



MILK RACE 



Cycling 1.000 miles is no mean teat - and you could end up feeling 
pretty exhausted by the time you've finished playing this superb 
race simulation designed especially In conjunction with the Milk 

Race 



GUN LAW 



Four months ol bloody alien attacks have 1aken |heir loll - all the 
surviving inhabitants have tied and arson attacks have been made 
on your weapon SlC-res, 1hey destroyed what you could not carry 
away, You an lert lo light alone against ruthless and bloodthirsty 
Killers with jusl a single machine gun 




REVENGE II 









The Mutated 90 Tool high laser spilling dealh camels have rebelled 
against their captors the 2zyaxbans and are out for revenge! All 
action, highly graphical shool-em-up from Jerf M inter 



DESPATCH RIDER 

Join (he growing band of street demons - those fearless holders 
who terrify the population ol the big cities lo gel Ihe parcels 
through. Plan your moves lo make some money, but don't take too 
long - time is always short Gain en instant macho rating and be a 
despatch rider with this all action simulation 



INVASION 



Mobilize your units and prepare (or battle. This all action space 
conllict requires skill, Slrilegy and tactics. *cu must destroy the 
weather control Station In Order to win Ihe battle but every move 
you make the enemy will counter, and they're waiting for yau lo 
make jusl one ratal slip up 



LOS ANGELES SWAT 

Special Assignment. Rescue Ihe hostages Irom the terrorist gangs 
holding out In West LA. Cleen up the streets. Blow away the bad 
guys and be a hero on network T.V.! Fail and you won't be coming 
back to watch it. Alt eel ion joystick bending combat for thO&C wUh 
the skill to survive! 



SPEED ZONE 

Enter the Speedzcne in a frantic defence against marauding alien 
forces. A survey ship sent into the area comes under altack. As an 
enemy vessel draws closer your "STARFIfif"' class aHack craft Is 
launched 



FEUD 



To win at Feud you must "oul-SpeH"" your rival Wizard Leanoric. In 
Kieke's herb garden you will Find |he Ingredients for your spells but 
1rcad carefully as strange things can happen in this game of magic 
and mystery 



PANTHER 



Save Ihe last humans on Xenon before the alien hordes turn 1hem 
into Sunday roast! Take your ground attack ship through this :SD 
scrolling mega shool-em-up with great graphics and unbelievable 
soundtrack 



CHECK THESE REDUCING PRICES! 

Any one cassette £1.95 - any two £150 - any three £5,00 - any 4 £6.50 ■ any five £7.50 
or select ANY TEN CASSETTES FOR JUST £9,50! 

All prices are inclusive of postage 



Use the order form on our Accessory Shop pages or just write or phone. Credit card orders accepted by telephone on 0785 213928 
Send to: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 

Overseas please add 25% postage for Air Mail 



'The magazine 
for the Dedicated 
Atari User' 




INDIAN GOLD 

Another fine game from 
Bill Hal soil - can you solve it? 



SUBSCRIPTIONS 

Annual subscription rates {6 issues) 

UK tl2.00 

Europe (Air Mail) £15.00 ' 

Elsewhere (Surface) £15.00 

Elsewhere (Air Mail) £21-00 

Overseas rales rellett anly tHe drtlemertce in postal tests 

NEW ATARI USER ON DISK 

A disk containing all of the 8-bit programs 
from each issue Of NEW ATARI USER is 
available either separately or on subcrip- 
tion. Single price £2,95 per disk. Subscrip- 
tion rates (6 issues) 

UK £25.00 

Europe £32.00 

Elsewhere (sea) £32. 00 

Elsewhere (Air) £42.00 

Please make cheques payable to PAGE 6 
PUBLISHING and send to the Editorial 
address shown below 

SUBMISSIONS 

PAGE 6 welcomes and y-icou rages its readers la 
submil. articles, programs and reviews for publi- 
cation. Programs must be submitted on dish or 
cassette, articles should wherever possible be 
aubmiHed as. taxi Ides on disk. We seek to en- 
courage your participation and do not have strict 
rules for submissions. If something interests you, 
wrile a program or article and submit rtl Appropri- 
ate payment will be made lor all published prog- 
rams and articles, all payments being made at trie 
end at the second month shown on the cover o1 
Ihe ssl h concerned. 

All original articles, programs and other rralenal 
in NEW ATARI USER is capynghl d1 Ihe author 
as credited. All uncrediled material is copyrirjhl 
PAGE S. Unless containing Hie by-line All Rtqhls 
Reserved' any materal'in NEW ATAR) USER 
may be reproduced by User Grwps and olher 
non-proFit making organisations provicfld thai ihp 
author's name is indurjed and PAGE 6 is credited 
as Ihe original publisher. Permission to publish 
elsewhers ' .should be ob1ainr#d from PAGE 6 or 
1he author. Editors o1 newsletters reproducing 
material are requested to send a copy ol 1he 
relevant iss-ue to Ihe Editorial address of PAGE 
6. Whilst we take whatever steps we can to 
ensure the accuracy a1 articles ana proqrgms and 
l ie EDnlenlii o1 advertisements, PAGE 6 cannot 
oe held liable For any errors or clarms made by 
advertisers. 

ATARI (TM) is a. registered iradernark of 
ATARI CORP. All references should be so 
noted, NEW ATARI USER <s an independent 
publication and has no connection with Alan 
or with any other company or publisher. 



The next issue of 
NEW ATARI USER 
will be on sale 26th March 
Editorial copy date is 17th February 
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THE CREDITS 

AH ot' (he usual mull' is nn pngc 3 but here are 
the people whr> made Hi is \*nw pi Risible, 

Left ELblghujn slmi^lccl around Chnslmas Ijmr 
to complete this issue while everyone else 
seemed 1 h.ive .1 ei>upie :il Wi-ks i>M. h ii ;illv is 
hard to fip.t hark Uilfs the swing r>f things after 
the Christmas blow-out, ain't It? 

Sandy is still doing her shift' 

Paulettc was invited out by one of our custom- 
ers around Christmas ;ind eonld he nvailahk- 
aj^aln a the right nfler comes up. Mind you she's 
a bit fussy so you will have to come up with 
something like a week in Uiirhados or a Royal 
Garden Party. Applications [with full itineraryl to 
the usual address 

The Regular Contributors, who provide the back- 
bone of the magazine and can generally be relied 
upon to come up with good articles and reviews, 
are 



John S Davison. 
John Sweeney 
Damon Hnwarth 
Dioil Guy 



John. Davison jr 
Paul Rixon 
Ian Finlayson 
The Tipster 



All other contributors for this issue are indi- 
vidually credited alongside their articles or prog- 
rams. 1 hanks to everybody i«r sharing tbetr en- 
thusiasm with other Alan users. 

E^R1 issue's eover vwi.s ;t j>Kki1ij i>f DICEt. simply 
because It was the most colourful of the prog- 
rams m thru issue This lime it should br a 
ni i L-e-ri shot (if INDIAN COLD by LSill HalsalL ii 
everything #.'es aci:urdfng Id plan that is 

Ijotn and lots nfnew CD'* this (Jme QUI many 

r<?-isst4«?s. Greatest surprise was a new Incredible 
String Band CD of shtff recorded for ihe LiliC and 
not previously released, nut tlieir bt:s\ bul stilt the 
ISBand by ibv time thin hits the shops their early 
Etoc&tt albums sfioLtfd be oul. Oh jay! Another 
surprise was two more early albums from Pierce 
Turner shouting how unique Ihe man ts, tWfJi 
ivarth ttte listen. Si ill on Ihe nnslalgia b oil ftote 
about a couple from Ttr No Nog? Great at Ihe tittle 
and, surprisingly, still good, t carl remember all 
Ihe i narris after almost 1:j years! The rest will 
have to be just listeii otherwise tivL-re uxm'l be 
enough room, they include- U2. Enya. Shirley Col 
lias classic No Roses. Van Morrison live., Tom 
Felly's Into Ihe Great Wide Open (a Itltte late, I 
know), Maura O'ConneU, fioh<?Jl Earl Keen Jr iei\h 
,\'a Kinda Dancer. Rick Walteman's King Arthur, 
still sirrrtnn after all these years plus others by 
Rick and Van. All these and more matte this issue 
possible. Without the music them might not be the 
inspiration to continue. Ask Jeff M in ter t\ow he's 
still urOuiicl! 

The nert issue at NEW ATARI USER could 
feature YOUR article or program, 
so SEND IT IN NOW! 

I'AfiK ihawt just what van ran da with ytntr Atari, NEW 
ATARI ( Xf-.K has tttwv, hectt treated entirely with Atari 
rtfitipfttfrt. irritiulty iw Ihe Xf. bat more tatcly with a Mega 
ST and (filter stuff, who nerds /*C"t nr tyarnf Willi the 
exception af ihf final output iWf a t.ittoirort nmt lite use of an 
>u-i\we rrftr,/ i-unrrru for Ihe phttlm and tirtiugs ererjtking 
t> done on the ST. Hardware fjrrfarfrr a ,\fcga \T2 t xtpgrnA'd 
io JXtht, Wfl2S \h>nit,ir. Supra M>\flt Hani IH*L an Atari 
towr Printer* Citiinn 124D printer. Philips t 'MMH.fJ manilur, 
130XE, XFSS1 disk drive. Sltt dirt driw. 8S» inter/ate, NBC 
Xtll.i priuirr. I'n'wipal wftuttre u.nd h Fr\dtxi atsd Heel 
Sj/r. l'[(hU;h?r .t.iV. Other H'f Inure inehides kermis. Tari- 
latk. iari'it tia\ie aifd variituv ruvjrjnu wriileu pn^fitm-: t\ti 
IhcXfJXt:. Irlirlei iii\d fjf^nrwv SHoNUtted. en M.'Xt. rfi.tA 
.we ■tuhj.o.ti r.-i <</r\'*w- mhlvm *-r\iU tt programs hvforr 
hung tranrfvrred acrasi In the ST rwr TAkfTAl.k. Mt major 
editing r.s done xith Prolfvf iTifrf JMjJVi an taut out *ith Fieft 
Street P\thJi-,het 1 disk k-rrii the fuuyhcd putfc* u\ tvstwrtpl 
ftli'i li hchT it' a typvhellrng bareaa to he output on a f.iui>tn>n 
and, hi s prrstn, finished punes ore <.fitt hfffl; e.xaettjl ai you 
see thfin. ft ntith rfi*'* wvrk! Ail tftttl is left i)- Io itrop in the 
hstitK^ (/nd phvtot. 

Well, it"\ nut auilr t?\ eas\ rrv that hm yia get llir idea! 



POST OFFICE PS 



Last issue's tirade about the postal service may have actually had some effect. At 
least we received a call from the l^tihlir kelfitiona department of the RoyaJ Mail asking 
for a Copy of the article. This was duly sent but we heard nothing more, 1 wonder what 
happened. Did it just get liled or did someone actually do something? You would 
think that if the PR department was genuinely interested they would have, at least, 
dropped us a line to the effect that they were concerned and would be investigating 
how to improve the service, wouldn't you? One thing we do know is that properly 
addressed mail still fails to arrive. We posted a valuable parcel of secondhand books 
to a customer in mid December which, to date, has failed to arrive. Doubly annoying 
because (lie books were: L one offs L which will be almost impossible to replace. Looks 
like will be have to continue Lo live with the fact that, there are no guarantees as far as 
the mall is concerned. 



HOW MANY MORE? 



I wonder how many more Atari 8-bit owners there are, siting quietly at home with 
their machines wondering how on earth they find any software or support? We have 
certainly had a great number of enquiries in recent months from folks who have never 
heard of the magazine and have no idea what software is still available or where to get 
it from. Most of these have been referred to us by Atari or by Silica Shop who are no 
longer interested in servicing the shrinking 8 hll market- Whilst these referrals are 
most welcome I can't help wondering how different things might have been If Atari, in 
particular, had been more helpful in the past in alerting owners to our existence. 
What is obvious is that there are still many more owners who dnn't read New Atari 
User. What is not obvious is flow we reach those people. Now that the weekly 
computer mags have gone the avenues for advertising arc limited and with advertising 
costs being quite horrendous > we have to be sure that any advertising reaches the 
right people. Any Ideas? If you are a new reader perhaps you would care Lo drop us a 
line lo say what other compiler related magazines you read, or what general 
magazines, or how you came to hear about us in the first place. It is quite sickening to 
think that a large number of Atari owners may just fade away because they can't find 
any support when the support is most definitely there if only we could find those 
owners. 

GOODBYE GERMANY? 

Now that 1992 is here, we are supposed to have closer links wUh Kurope and freer 
trade but our recent experience with the German software we advertised last issue 
has not been encouraging. Supply of these items has been erratic and your response 
has been quite poor so that it docs not seem worth our while to struggle on trying to 
supply new soil ware at the cost of a lot of work arid little reward. Why is it that new 
software does not sell yet old chestnuts that we feattire in the Accessory Shop, such 
as Facman. Loderunner, Star Raiders etc. continually sell out? Most probably it is 
because the new German stuff is on dtsk while the more popular games that sell out 
are on ROM cartridge. It can't be the price, which is similar, so is it that there Is still 
this major shortage of disk drives out there? Maybe that is the real answer. Maybe 
those with the disk drives are the more serious users who prefer writing programs lo 
playing games. Whatever the answer, it is sad that good software from Germany 
which wc have heard about lor many, many years, having finally become available 
does not seem to command the interest it should. There is now virtually no new 
software being written In the UK or In the States so the mainland European countries 
wil] he the only source of new software, providing that they continue to receive 
support. Support which, it seems, that we as a nation are not really interested in 
giving. 



HAPPY 1992 



A hit helated 1 know but I am actually typing this on New Years Day. so I take this 
opportunity to wish alt our readers a Happy New Year and let s hope that we all 
survive anolhcr year in the he si shape possible. 
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MICR O DIS CO UNT 



XL/XE DISKS 



Abuse 

Action Biker 

Alien Ambush 

All, Reality Dungeon'City 

Atari Music I 

Atari Smash Hits 7 

Auta Dlc 

Band Ms 

Basic Compiler 
Beta Lyrae 
BloekabM 
Soak Keeper 

Bop h rV wresite 
Chess Master 2000 
Cross Country Road Race 
Crumbles Crisis 



□espalch Rider 
Drop: one 
Druid 

Elcdraglide 
F-1S Strike Eagle 
Gaunitel 

Deeper Dungeons 
GhustbusSers 
Graphic Adventures 
HacKer 
Intirtrator 

Kennedy Approach 
Lancelot 
Cromo CAD 
Movie Maker 
Mew$noom 



Pirales Barbary Coasl 
Proof Readier 
Ouasimodo 

Rating Destruction Set 
Silent Butler 
Sorcerer ol Claymore 
Spy vs Spy 
Star Wars 
Printer Delight 
Super Boulderdash 
Visicalc 

Temple ol Ap$hal 
Trivial Pursuit 
Video Tide Pack 



BOOKS 



130XE HANDBOOK 

DOS 2.5 MANUAL DISK 

ELECTRONIC COMPUTER 

PROJECTS 

900XL USER MANUAL 



PROGRAMMING. THE &O0.BQOXL 
mm TECH REFERENCE NOTES 
400/800 B ASIC MANUAL 
DE RE ATARI 
HACKER HANDBOOK 



ATARI FIELD SEHVICE 
MANUALS FOR 6 00 XL 
•Bia DRIVE" 1020 & 1027 
PRINTERS/ 1010 RECORDER: 
350 INTERFACE 



TURBO FORMAT: HIGH SPEED TAPES 


Paint Board 
Turbo Basic 
Ace of Aces 
Cavern ia 
Draconus 
Beta Lyrae- 


Gauntlet 
Tomahawk 
Ninja Commando 
Fred 

Las Vegas Casino 
Mountain Bike Racer 


Stack Up 

Mission Shark 
Jocky Wilson's Darts 
Speed Hawk 
Blinky's Scary School 
Hawk Quest 



XL/XE ROM CARTRIDGES 


Ace ol Aces 


Eastern Front 


Necromancer 


Adventure Creator 


Fight Night 


One on One 


Airball 


Final Legacy 


Pa c Man 


Archon 


Right Simulator II 


Pole Position 


Asteroids 


Food Fight 


QBert 


Atari 400.800 Basic 


Gala xl am 


Rally Speedway 


Ballblazer 


Gato 


Rescue on 


Barnyard Blaster (LG) 


Hardball 


Fractulas 


Battleione 


Joust 


River Raid 


Beam. Rider 


Kaboom 


Hobotron 


Blue Max 


Karateka 


Sky Writer 


Chicken 


Linking Logic 


Star Raiders II 


Chopper Litter 


Lode Runner 


Star Trek 


Claim Jumper 


Mario Bros 


Summer Games 


Crime Buster (LG) 


Master Type 


Tennis 


Dark Chambers 


Maih Encounter 


Typo Attack 


David's Midnight Magic Missile Command 


US Football 


Desert Falcon 


Moon Patrol 


Wizard of Wor 


E.T. 


Ms Pacman 


Zone Hanger 



SPARES 



1029 RIBBON 

1020 PENS 

1027 HOLLERS 

JOYSTICKS 

1050 DRJVE BELTS 

KEYBOARDS 

022 PAPER ROLLS 

1020 PAPER ROLLS 



HARDWARE 



130XE COMPUTER (reeond .) 

1050 DISK DHIVE (reeond.) 

XC12 RECORDERS -TURBO 

1 029 PRINTERS - NEW 

XF551 DRIVES - NEW 

B50 INTEHFACE - NEW 

1 010/XC1 2 TURBO UPGRADE KIT 

MICROPRINT CENTRONICS 

INTERFACE 



Derek Fern, MICRO DISCOUNT, 265 CHESTER ROAD, STREETLY WEST MIDLANDS B74 3EA, ENGLAND 

Send 8" x 6" SAE for Price List- Tel. 021-353-5730 FAX 021-352-1669 
List also available to modem users via The City BBS 021-321-1610 



ATARI XL/XE SOFTWARE BARGAINS 



EXCEL DISK MAGAZINE BACK ISSUES 

1 ■' includes AMNESIA, XAGON and 5PACEBALL games, plus CCLCPTONT: the 

ul|irn?te multicolour chj*BK;1er edrtor 

2 - includes High T«h Team WATCH D\2 demo, SMU5H, TRIAD and GALACTIC 

CHASE games and software reviews 

3 ■ includes reviews, a gnat DEMO, ROTO, CAVELOHD and MYHIAPEDE games., 

plus THE STUDIO sample p ;iyo- 

4 - includes amazing AMIGA PICTURES, TILE TROUBLE, ATARTRIS. SPARF TIRF 

and ALIEN AMBUSH games plus reviews 

5 ■ includes reviews EXCEL ART r& colour drawing utilrtyi, and Iwo superb games 

ATOMtT a-.i SUBMISSION 
t - includes reviews, an excellent DEMO, a CALCULATOR uiiliiy, WORLD CUP 86 

and EMPIRE STRIKES BACK games and more 
7 . includes FRUIT PtCKIM, NAVAL BATTLE and FRUIT SALAD games, plus 

COMMODORE E4 SLIDESHOW nnd now g.itnns Tahrievred 
S - All games issue Includes MONTV JACK THE DIGGER, DASH, LIVE WIRF, 

ZAND'S LABYRINTH, CHESS, FLOYD THE DHOID end more 

ALL hank Issues C3 each; C1 1 Tor 4 issues ur E21 (or O issues. 
EXCEL 10 Is out MOW, no. ii is out on March 1st. Price: C4 each 
EXCEL 3 bsue subscrl ptton £T2. Overseas pitta se add £1 postags 



IMPORTED GAMES [DISK ONLY) 
FROM KE-50FT ALL AT £6 EACH!! 

' = Enhanced Density Drive required 

DHAG 5OG0H •• DflEPIS • ZEBU LAND' I 

DaLITHGin TECHNO KINJA' ASHIfJO 
iAUUH BHOK1 TCBGT ECWRFR .Hffl' 
PUMGGLANU CULTIVATION Fi CHROMATICS 

TOP QUALITY DOUBLE SIDED PD DISK ALL £3 EACH!] 
' = Enhanced Density BUY 10PD DISKS, PAY FOR ONLY fl*! 



CASSETTE SOFTWARE 
-ALL £3 EACH! 



AMNESIA COLOHhdNr riLt TROUBLE 
KAGON 1 SPACE6ALL . TPJAU S XEVIOUH 



1 THE BIG DEMO 

- Arrazng Dulch deniD tttn Ivabdigi music' 
HOBBlrTRONK 'B9 

- SupSiti G«nian q'aphes & nunc rJnmas! 
■HOBevTBOmC 'BOMUSIC KALEIDOSCOPE - 

Two lamasbc demoa on ana disk. Over 50 qmar. 
wnes! 

•VIDEO BLITZ (130KE only) 

• Spectacular 1 2BK demo 1 

1 r hf rnp part 3 Cui£iaiv> u r<_, •■■ • 

[jiOi hix ciass^ cd'i aco co'qeojs gris. = e -i 

' Ml HAC: L E PCKEY FKPQ II 

' Si.jfiiW b Sf-TiK- Irsn Hgllard 1 
TEKTPflo Fgnia«c *oro pn«»BsiK *sn >i|h aots 1 
'DETERM Mrtnu dnvan commK package 1 
DAISY DOT II 

- Superb Letlrr Quality pnnl nrj pn^k^tp' 



□HAPER PA5CAI 

r, rrmn»f;.^ I^rg^ae 3i5-- pus COCi 1 
R.BRAW |1 JOKE qnly) & PIJfEL AHTI5T 

Twd sjparti art and dasmn p^rt.qrjHC, Icyi^iodSS 3 
□rd '5. 'uly dacimmlnd! 
'LOADED BRAIN 

- Graphical y s j pcrb pamc u\ nrx-irEnrralnr 1 
TACTREK Sim Trnk sirnulnHon wrtliin in Fcrthl 
PARADOX 

- Tsrl advenlure- unth iul cakiur q-nuhcr;' 
ALIENS I DANDV DUNGEONS Based an Ihe ht 
rTUCwie! Twrti d'eade garnn pJa.ved GaunthiL sMb! 
TETHIX, SCRABBLE & WHEEL OF FOflTUNE - 

Oamea ror ihuMft! Eigh! br, Tea-is plus ivri multi- 
piayef <nv d flanes- 1 



ROBERT STUART, 21, STROMSAY WAY, BROOMLANDS, 
IRVINE, STRATHCLYDE, KA11 1HZ, SCOTLAND 

All cheques/postal orders to R. STUART 
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DISKS ARE AVAILABLE 
FOR ALL THESE ISSUES 

BACK ISSUES are £1.75 each In the UK (inc. post & packing], 
£3,40 for Europe or surface mall elsewhere and £3. SO 
fOf Air Mail Outside Europe. Prices include postage 
ISSUE DISKS are for any 48k or 64k 8 -bit Atari 

Each disk Is £2.95. Postage FREE in U.K. 
Overseas add £i per order [any number of disks) 
Send your order to 

PAGE 6, PA BOX 54, STAFFORD, ST16 1DR, ENGLAND 
ACCESS and VISA accepted. Telephone 0785 213928 
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AMS MEMORIES AMS 2 



J list a few lines to say what 
a pleasure it was to see you 
and the PAGE 6 crew at the 
AMS 5 show at the Bingley 
Hail. There was brisk trade 
on the stand and many bar' 
gains to be had. We hope 
that you made enough to 
swell the Page 6 coffers to 
buy each other a well deser- 
ved drink afterwards! 
It seemed to us that every 
other person was carrying 
something to da with an 
Atari! Derek Pern on the 
Micro Discount stand next 
to yours seemed to be doing 
particularly well, as my son 
had to practically fight his 
way to the front to collect 
some advanced ordered 
goods. He also bought a 
65XE {expanded to 12Sfc) 
from another stand for £30, 
Dean Garraghty was demon- 
strating an interesting 
sound program and Gralin 
were Helling an exciting 
amount Of hitherto elusive 
hardware (where r s it all 
been hiding from us!). As re- 
gards Gralin we heard some- 
one on their stand saying 
that they now owned the 
rights to 2-Bit Systems 
programs and would soon 
be marketing them. Needles 
to say our money was all 
exhausted by lunchtime 
and we were unable to stay 
till the end, but it was well 
worth the 200-odd mile 
round trip. It always baffles 
me that Atari as a company 
would want to miss out on 
all this obvious enthusiasm 
(not to mention revenue) 
for their own product. 
In finishing I would also 
like to take this opportun- 
ity of thanking Sharward 
Services for organising 
another good show. Hope to 
see you all there next year. 

Richard & Matthew Preston, 
WlnsJow, Hucks 



It was nice to see the 8-bit 
Atari so well supported 
compared to what I'm used 
to at AMS 5. There also 
seemed to be more people 
around the Atari stands 
than others. There were 
bargains galore to be found 
although you had to fight 
your way to the front on 
some of the stands. 

Although most of what was 
on show was old there was 
one new release from Dean 
Garraghty. Thanks to him 
for the demonstration of 
Digl-Studio- It allows you to 
play music with real sounds 
recorded using 2-Bit Sys- 
tems Replay cartridge. 
Although I have not had the 
chance to use the program 
myself, the sound quality 
was superb and very realis- 
tic. He should be congratu- 
lated for his continued sup- 
port. Hopefully his second 
package for Digi-Studio will 
be available soon. 

All the people with S-bit 
stands should be thanked, 
Page S. Gralin Internation- 
al, Micro Discount, Dean 
Garraghty and Miles Better 
Software, Anybody who is 
interested in the survival of 
the 8-bit should go to AMS 
6 next year. 

Robert Fiainbridge, 
Stoke-on-Trent 



Once again my friends and I 
made the annual pilgrimage 
from the Worth East to Staf- 
ford for the All Micro Show 
5. The support for the Atari 
8-bit computer seems to get 
better year by year. Plenty 
of hardware and software on 
sale at affordable prices. An 
opportunity to stock up on 
my New Atari User Binders, 
also printer ribbons, blank 
disks etc. Atari users 
should book the date for the 



next show in their diaries 
now - it F 1 4th November 
1992, 

Tommy Wood, 
Hartlepool 



DARK STAR 

Please find enclosed the 
latest issue of my fantasy 
magazine Dark Star. 
I thought you might be in- 
terested to see what I get 
up to with my 13QXE. 
XFSSl, Panasonic 
KXP1081, Atari writer Plus, 
Daisy Dot ff editor and for- 
matter! Hope you enjoy 
reading It* If you could men- 
tion it in NAD that would be 
great. Please write and let 
me know what you think, 

Rob IJycr, 
Grave send 

Thanks for the mag. Hob. As 
usual I have not had time to 
write back personally but 
have to say tha.1 the magazine 
is most impressive. If any 
readers are interested in Fan- 
tasy and Science Fiction _fUms. 
videos, books etc. I strongly 
recommend that you try a 
copy of Dark Star, If you are 
not particularly interested 
tlien I suggest thai you yet 
hold of a copy anyway just to 
see what, excellent results can 
be achieved with a 130XE 
plus a little bit of application 
and dtxLicution. It certainly 
puts a lot of user group news- 
letters to shame! The coi>er 
price of the issue sent Is 
£1.50 and back issues are 
mentioned inside at £2 inclu 
sive of post and packing so I 
suggest that you send off £2 
now for the latest issue of 
dark Star, just to see what it 
is like. The address is DARK 
STAR Magazine, 64. Arthur 
Street. Grave send. Kent Che- 
ques should be made payable 
to Dark Star, 



SOME TIPS 

Did you know that if you 
connect pin 5 (live) and pin 
2 {Ov) of the serial port to 
the microphone socket of a 
standard tape recorder you 
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can C5AVE to a standard 
cassette recorder? The 
catch is that you cannot 
CLOAD without a decoder, 
however you can put the 
tape Into an Atari recorder 
and CLOAD it. The point is 
that if your Atari recorder is 
dodgy on record (like mine] 
you can get better results. 

If you have a US Doubter 
and DOS 2.0s you can use 
DOUBLE DENSITY disks 
with 180k of storage. The 
problem is that if you have 
only one drive you need a 
D/D disk to start you off. If 
you have two drives then 
you can make your own 
master disk. From Basic set 
the Configuration Block to 
D/D and go to DOS and for- 
mat your disk. Use the H 
option to write the DOS 
files and away you go. 

I hope that these couple of 
tips prove useful to some 
readers. 

H,S. Wood, 
Bradford 



CRYSTALS 

I liked the little program 
called CRYSTALS in the last 
issue hut unfortunately if 
like me you have no printer 
the program stops at line 
230 waiting for printer re- 
sponse. 

Ey changing a few lines the 
program continues to show 
new patterns every 45 
seconds. I have also added a 
bit of colour to brighten up 
the display, here are the 
changed lines 

190 SETCOLOR 1,0,15: 
SETCOLOR 2, RND[Q)*l5<2 
200 SETCOLOR 4, 
KNOW 15.4 
230 FOR D=l TO 
2O0O:NEXT DiRUN 
9000 REM 
9030 ? #6 

9080 ? ' PLEASE WAIT 45 
SECONDS ..." 

I hope your readers like the 
modification. It never re- 
peats the same pattern 
twice. 

W.H- Morgan 
Widncs 



PRINTING 

I have upgraded my system 
to ft 130XE, 1050 with ISS 
Plate, a 1020 plotter and a 
Citizen Swift 9 'colour' 
printer. I find the set-up 
very satisfying but a prob- 
lem has cropped up which 
you might he able to clarify. 
How do you get inverse 
video to at least print out in 
lettering rather than the 
Graphics set? It Is a big 
problem on listings which 
make a lot of use of this . 

I am amassing loads of 
knowledge about 8-bit prog- 
ramming hi a rather hapha- 
zard manner and thorough- 
ly enjoying myself however 
it would be nice to even- 
tually put my skills to good 
use. How about an article 
on practical ways of harnes- 
sing one's computer to the 
problem of becoming a mil- 
lionaire? 

Finally if anyone with a 
1020 plotter needs to really 
find out its capabilities, 1 
would recommend that they 
get hold of the Vict o graph 
Plot Window (Derek Fern 
baft some}. It is amazing 
what can be done with the 
aid of the programs In this 
package. 

John Perrin 
Folkestone 

The best way to get inverse 
video to print out is by using a 
special primer driver for the 
purpose. We use an okl com- 
mercial program Print Wiz 
(long since disappeared) to 
print out our listings and this 
wtii produce all inverse and 
graphics characters on a vari- 
ety of primers. Ttxere are also 
a number of such programs in 
the public domain, check our 
PD library. The problem is 
thai most oj these program 
are for Epson compatible prin- 
ters and may not work on a 
'colour^ printer, although if 
you can set the printer in 
'Epson' standard mode they 
should he okay. Tlie other 
way to get inverse to print as 
normal lettering is to set the 
dip Switches on your printer to 
'ignore the eighth bit'. This is 
a fairly common feature on 
printers and you sfiouki check 
your mamtttf to see if it is pos 



sible. If you can do this then 
you should m flnd that inverse 
characters print out as nor- 
mal Jfyou want to use your 
printer for graphics, however 
(assuming thai you have the 
appropriate program) you. will 
have to reset the dip switch, 
Nice to hear about the Victo 
graph Pioi Window again 
which we reported on way, 
way back, maybe around 
issue 4 or so. Certainty very 
useful with the 1 020. Finally 
if I ever discover the way to 
set the old Atari to use to be- 
come a millionaire you can be 
assured that I will let you 
know, maybe from Barbados! 



KEEP BUYING 

I recently wrote to Hi-Tec 
and asked then about future 
releases. They informed me 
that they would no longer 
be doing Atari 8-bit conver- 
sions which is yet another 
blow to the rapidly dimi- 
nishing Atari 6-bit scene. 
So, ts that tt? Nor I plead to 
all PAGE 6 readers to write 
to Hi-Tec and promise to 
buy any new releases and if 
they do release another 
6-bit conversion buy it 
straight from Hl-Tec. Show 
your commitment, it's up 
to usl 

Sue Donym, 
Gloss-op 

I'm not surprised that Hi-Tec 
are not doing mare Atari 8-bii 
software since tliey tried hard 
to keep secret the games that 
they did release. I am con- 
stantly astonished how soft- 
ware companies fail to prom- 
ote their products. Hi-Tec had 
some fabulous Atari 8-bit re- 
leases yet they never sent, out 
one copy for review despite 
our telephoning and FAXing 
them regularly. The games we 
did reviei v we bought oursel- 
ves, once we finally disco- 
vered thai thi;y had been re- 
leased. From a business point 
of view I fail to see why we. 
should have to buy games to 
review so thai the publisher ' 
can make money from the 
subsequent sales. Of course 
we want to continue to sup- 
port the Atari so we feel tt our 
duty to review any software. 



even if we have to buy it 
ourselves, but that 's not quite 
the point. Hi-Tec were prob- 
ably disappointed about the 
sales of their Atari releases 
but then if they never told 
anyone about them what did 
they expect? Wtite to Hi-Tec 
by all means. I hope that tt 
will have some effect but. un- 
less Hi-Tec have woken up to 
proper marketing, you may 
nut have much success. 



SUPPORT 

With reference to readers 
who ask for information 
about where to buy software 
and hardware, I have re- 
cently been sent a list of 
people who are still sup- 
porting the & -bit syst em. 
The list has some 40 plus 
names and addresses of 
software companies, PD lib- 
raries etc. and covers the 
USA, Canada and the UK. 
Also the list has magazine 
publishers including a new 
publication named 'Atar- 
!User\ 

If anyone would like a copy 
of this list, please send an 
SAE (23omm x 105mm) to 
STOURBRIDGE USER 
GROUP, [SOURCE FILE). 99 
BRECON ROAD, STOUR- 
BRIDGE, WEST MIDLANDS, 
DYS 4 LA. 

Les Taylor, 

Stourbridge User Group, 
Stourbridge 

Sounds like the sort of thing 
we should publish, Les, far 
the bene_flt of all Atari users 
and it would save you a lot of 
photocopying. How about 
sending us the list and we 
will publish tt in the next 
issue giving you the appropri- 
ate credit. If anyone else has 
information like this r then 
send it in to be published. The 
Atari community needs all the 
support it can muster and the 
members of just one user 
group surely wan*t be enough 
to keep commercial support 
going. On the other hand, if 
the injbnnation reaches sever- 
al thousand dedicated Atari 
users all over tlve UK {and 
overseas) that's a different 
matter. 
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ow that Nuclear testing has ceased on the 
planet of Ataxia, some lucky soul has got. to 
go there and clear away the remaining un- 
exploded bombs. Guess who drew the short 
straw? Yes, you did! 



The object of the game is to move around the surface of 
Aiaria in your blue bombseeker ship and collect as many 
of the white square bombs as possible. It's not as easy 
as it seems though. For a start the radiation level (indi- 
cated by the vertical bar on the left hand side of the 
screen) will increase continually due to the high back- 
ground intensity caused by hundreds of years of testing 
and each bomb has a countdown timer. When this timer 
readies zero it will blow up emitting more radiation. 

There are seven letfels to the game (levels 6 and 7 are 
almost in\po$$ible to complete) and as levels increase the 
number of bombs needed and the number of space cacti 
and radioactive trees increase while the initial count- 
down number decreases. On level I the count-down 
timer is set to 10. For each of the next levels the timer 
decreases by one and the bombs to collect increases by 
2 until, on level 5, the count-down number is 3 and the 
number of bombs to collect is 18. 

To collect and disarm a bomb simply guide your ship 
over the bomb, your onboard computers will do the rest 
To complete tfie game you must collect at least 70 bombs 
and complete the level you were on when you reached 
thai number. The game is over when the radiation bar 
reaches its maximum value. Once a level is completed, 
this bar reduces in size. 

The game allows you to select any level from 1 to 5 to 
start on, but to enable you to finish the game ft ts 
necessary to start on level 1. Also included is a pause 
mode, activated and de activated by pressittg tfie space 
bar, 



by Richard Gore 
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EX 
OB 
RO 
JG 
EC 
BH 
EO 



REM 
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BEM * BOMB HUNTER 

REM * by 
REN * Richard Gore 

RE H * - 

ftEH * MEN ATARI USER 
REM HKW HH J I Mtt l t l fTf H im it m 



* 

* 
* 

* 

- FEB ■ 19^Z * 
i M MHHH HHM HHHH M 



NN 0 REM 

LT ie DIM CIS (175 , COPY* (341 

ER 2B N=# I HI xl i Ut±t I N8 = B I HISC=N I LEV=N t : CO 
N = 53271 l !BFLAG-fi !BCNT-N;H-10 i V = lfl t »OR=l 
12 i C86R=N l B?OTAL=M 

FY 50 GOT 0 iflOOB 

DM ?9 REM I ?T J l^ Cm I r \ J f .1 1 tin ■ T-l : mrT} 

YJ 60 BA»=&4R-N1!XF BAR <24 THEN GOTO 1300 
10 65 POKE PM6*£56+6iZ+*AB,2SS 
HV 70 IF BA R=43 THEN POSITION T,Ni: t tt6 i " 

iHillitgjti-^flimii 200, 1Z, 12 i FO ft D=N T 

0 30 1 NEXT & e SOUND N2, H ,N , N 
ZY 64 RETURN 

en rem ^ r - 1 1 f ■ j ftm^ ; r J : i iff an: tMi i —mtittl^ i 

AO 104 5- STICK CIO :£ = 3Z;P0tfE 77, N 
ZE 105 BCNT~BCNT+m :C0RR-CBAR + N1 
HH 118 IF 5-4,4 AND Y>N2 THEN LOCATE N , Y—U 

L,Z;ir 1 = 32 OR Z=:BETfl THEN GQSUB 448 
MJ 111 IF BCNT>11 I HE N GOSUB 458 
KG 115 IF AND Y<Zfl THEN LOCATE H , V+N 

ijiZlZF 2=32 OR Z-fiETA THEN GOSUB 418 
KB 11? IF BCMT>11 THEN GOSUB *K0 
NK 120 IF 5 = 11 AN* K>NZ THEN LOCATE K"N1, 

YgZJlF Z-ZZ OR Z=BETA THEN GOSUB 428 
MO 122 IF BCNT> 11 THEN GOSUB 450 
GZ 125 IF S±7 AND K CIS THEN LOCATE X+N1,Y 

, !E:3F Z-32 OR Z = BETA THEN lit) SUB 438 
HQ 128 IF BCKT>11 THEN GOSUB 4 SO 
DO 134 IF Z=186 OR Z=l&7 THEM S 0 UN D N2,Ji 

3 , IZ, N84M2 ; FOR V=H TO N0 + K 1 ; NEXT D 2 SOU 

NO HZ,K,N,N 
01 150 IF PEEK (CONS -N4 - N2 THEN GOTO IIOOO 
HI 288 IF BFLAG=N THEN 00SUB 75B 
JH 228 IF £BAR>4 THEN CBIIR = N : G05U4 68 
AP 230 IF PEEK f ?64 ) ~7,7. THEN GOSUB 
&V 298 POSITION H,Y!^«6i"^f 
il 304 GOTO 180 

AP 48« POSITION H * Y : 7 ttO^' * 

BETA THEN GOSUB HBG 
KM 4 05 POSITION X, Yi? tt*;"CV 
YJ 418 POSITION K , Y ! 7 ttt; " ■ 

fltTA THEN GOSUB 500 



:Y=Y-N1SIF Z~ 
RETURN 

Y-Y+N1:IF Z= 
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HZ 

YP 

XI 
NJ 

NO 
VU 

ou 

RB 
MM 



Aft 
AF 
HP 

no 

HE 

TZ 

SO 



5H 
CZ 
DF 

Ol 

on 

KU 
ZL 
FH 
IM 

Fa 

VK 
KG 
ZI 
RK 
CK 

JR 

QB 

IH 
ZR 
FB 
AD 

CC 

01 

LH 



RETURN 

X=K>N1:IF Z~ 
RETURN 



nv 



KU 
HC 



HG 



415 POSITION If p Y ! ? Itfi J 1 "El" 1 r RETURN 1 
420 POSITION H>Y : ? tt&i" " : X-X-Nl : if Z- 
BETfl THEM GOSUfi 566 
455 POSITION X,Y:7 »&; f< £p 
430 POSITION K,Y:? aft; 41 ■ 
BETA THEN GOSUB 500 
435 POSITION k,ye? SJ6 ; "CI' 
44? REM !MifiUIM i|li:iiaiH[:i 
450 SOUftD N, tBETfl-ZOJ NB+NZ , C41~BET 
A + N23 *N2 : BCNT=N 

455 BETfl-BETA-NI : IF BETA<=34 THEN GOTO 
470 

469 POSITION BX,BY:? **6 j CHftS CftE T A3 ! F OR 
D = H TO 9 I NEXT 0 ! SOUND N f N * H , * \ SOUND N 

Jl ,1 N |l M J H 

465 RETURN 

4 fa Wt H LkXkjH, ' 1 W-I i tf ' I aJH "1^3 h. I ■ fKIiQU 

*7t POSITION BX,BY:? «*; "0" t SOUND N , 7? 
> N2 , N 6 : SOUND Nl,200,N8jNS 
475 FOR X=H TO N2*Ni 

470 GOSUB 6B 

406 POKE 712,92! FOR D = N TO NZl SOUND H2 
, 78 , D , D + H8 : NEXT D 

405 POKE 712, N: FOR &=N TO N2 ! SOUND N2 , 
DN.10, D + N2, N6 :NEXT D £ SOUND N2, N, N , N ; HEX 

T I 

4 95 FOR D~N TO NZ : 50UND D , N , N , N : Mfc K I D 

: POSITION ttM j BY ; * tt6;" " i BFL AG=N : POKE 
7i2,N;SC = SC-HZ;G0Stl8 600 
437 GOTO 455 

4?? HEM t:i:*:Tii;i:M:m«i:i 

Sftfl SOUND N , 215 , HA, N8 ! B8MB=B0HB+N1 ; SC= 

SC4 (46-BET A) t BTOTAL— BT0TAL+N1 

51.0 POSITION BK t B¥:? B6 J "GV 1 : GOSUB BOO 

52B FDR P=N TO 50; NEXT D : VQUNE) M,N,H,K 

525 IF B0MB>=8+ CN2*LEU3 THEN GOTO 2000 

530 BFLAG-N 

550 RETURN 

5?? rem ydSnjTn i ^KTmmwMij 

BOB IF SC<K THEN SC-N 
605 POKE 656 > Nl:P0K£ 657,111? LEV 
610 POKE 656 , Nl : POKE 657,22:? B TOTAL 
620 POKE 656, Nl : POKE 657,331? 50 
630 RETURN 

747 REM JlMMlJil! \-.m*?, 

750 BK = I«r CKKD CN3X133 +5 ! BY -INT CRND CN3* 

£S*+N2+H1 

755 LOCATE B X , BY, Z E IF Z<>32 THEN COTO 
750 

760 BET fl-42-LEW ! POSITION BX , BY E ? OftjCH 

R$ (BETA ) 

755 BFLAG-N1 

770 RETURN 

77? REM ^MCI J ? 1 1 

1B00 POKE 707 , SB; POKE 741 , 50 ; SOUND N,P 
EEK E53770J r 10 , 10 ; t. E W = N 1 

1BB5 FOR D"N2 TO 10: POSITION 112,01? «6 

J" ** i NEXT 0 . 

1010 POSITION N8~N2, NB+N1 ; ? 86;"9&I<C 0 

ESeD" r sound n,n,n p n 

1015 IF SOHXSC THEN HISO=SC 

1020 POSITION N2 + Nl jr 14E? US} "HI- SCORE 

IS **?HISC 

1025 POSITION H2 + N1,17;? tit ) "LA5T SCOR 
E "^SC; POSITION N2,17s? ttfi; "BOMBS DEFU 
SED "fBTOTAL 

lOIfl ? CHRS f!253 i POKE 650, N : POKE 657,6 
1032 ? " KM I C I f M HMM MM MH Ii WW W i CW W WMWMMWWMWWIC 

*" 

10^4 ? " * PRESS CXEB FOR ANOTHER G 
AME *" 

1036 ? B HMMMMlC l t H MM MttMMUKKMMMMWMM* 



SS 1050 RESTORE 1077 

RD 1055 READ I,A;IF I-N THEN GOTO 1B7S 
KF 10bO SOUND Hj Zj IS, K9 IFOR D - H TO 15 ! NEX 
T D 

EI 1062 SOUND N 1 , I * Nl , 1 0 H0~N2 \ FOR D-N TO 
15;HEXT D 

OiS 1064 SOUND NZ , I + M? , IB NS : F OW D-N TH 15 
: NFHT D 



YK 1066 SOUND Hl+NZ , I+NZ+N1 , 10 , NB-R2 ; FOR 
D=N TO A! IF SEK1£CN3=K THEN GOTO 1075 
EK 1068 NEXT D 
SO 1079 GOTO 1055 

EH 1075 FOR O^H TO N2 + N1 i SOUND » N „ N : NE 

Xt D 

AO 1060 IF PEEK CC0H1=H0-NZ THEN GOTO 1100 
0 

OS 1063 POKE 77, N 

AO 1065 IF 5 TRIG (Nl =N THE N GOTO 11OO0 
RP 1070 GOTO 1000 

RP 1095 POP :FOR D-N TO HZ+H1: SOUHD D P N,N 

j N S NEXT 0 :CDTO 11000 
YJ 1D97 DATA 73,55,64,55,01,75,162,101,12 

3 j 15 1 , 0 j O 
MB 173 9 REM [XMEIMISlH] 



UN 200B SC=5C+2B ; LEU-LEV+N1 E»OMB=N 

JO 200 3 IF BTOTAL>~70 THEN &0T0 4000 

YK 2004 IF LEV) 7 THEN GOTO 1009 

VG ZOOS POSITION 3,5!? O6;"N0M TRY LEVEL 





11 J LEO 






XD 


ZOiB 


G05UB 600 






IN 


ZOZO 


FOR D-N TO 3 






FY 


20IR 
jlZ 


SOUND Hj234«10jlB; SOUND HI 




1Z 


NH 


7(14 (i 


FOR J=N TO 35 ; NEWT J 






BK 


20 s a 


SOUNO N, N, H »N ; SOUND Nl, N, N 


i'M 




MH 


2055 


FOR J=N TO fi;HFHT J 






DF 


2060 


NEXT D 






YC. 


20 SB 


GOSUB 3000 






z% 


20S5 


FOR J=H TO 37 






HI 


?e?c 


BftR-RAR+NI 






FF 


2075 

"REE 


IF BAR) 43 THEN POSITION 3, 
UASM" 


HI : V 


ttb 



GD 2100 IF B AR> 111 THEN BAR = llllPOP £ GOTO 
2120 

UO 2110 POKE PMBW256 ♦ 51 2 +B AR- N 1 , N ! SOUNO N 

j B A R + Z3j H ., N 8 
a A 2115 NEXT J 

GS 2120 SOUND It , N , N , N ; GOTO 10D 

EE 2777 REM WiM M -T^ X**:m* l rr TTi* j j >m^i 

00 3000 for i=m2 to zb 7 position nz*ir? s6 

:*■ 1 1 ' Next i 

hb 3016 for i-n2 to nb+leu 

NR 3020 O^INT CRND tN3*16J +N1+NZ? A=INT CflKD C 
NJ*163 +N2 

NH 3030 POSITION D , A i ? ttb J " j" E NEXT I 
JC 3O40 FOR £s| TO N2+ILEy-HU 
SC 3050 D =INT tCND (N3 *1 5> +N1+N2 ' ft -TNT CRNO t 
N3*93 >N8 

OU 3060 POSITION D,Ai? «6 J "k"THEXT I 
PK 3070 POSITION X~N1, Y I T 9 6 ; " ffl" 
AZ 3080 POKE 559,46 
OB 307B GOSUB 750 
AD 3100 RETURN 

Ull 3779 REM ^Milli' f "> ia SI M ' !'| 

HO 4000 5C = SC+ 1112-BflRl 1 LEVnS 1 GOSUB 600 

or 4b2b for d=hz ib 10; position nz^dl? sb 

;" ":next o 

jz 4040 restore 60b9 

he 40gb for j=n1 to 15: read a s position n2 

+ J>N2 i ? OB] CHRS CAJ j ! SOUND N , J + 7 , 0 , LO : N 

EXT J I SOUND N , N , H , N 
EB 406B FOR J~«l TO 7 i READ ArPOSITION 5+J 

,4:? tt6i CHR3I A3 SOUND N t J«N2 , 10 , IB l NE 

XT 4: SOUND Nj K, NjM 
MS 4070 FOR J±Ni TO 7: READ A E POSITION 5 + J 

# 6 ; ? tt6 J CHR* C A3 I I SOUND N , J*N2 , 12 , iO i NE 
XT J! SOUND N,N, H f N 

OQ 4080 FOR J = N1 TO ±2 s READ A; POSITION 4+ 

J,B!? «6 j CKR5 CA3 ; : SBiIND N, J*4 , 12, 16 : NE 

XT J: SOUND ft,N,N,K 
HR 4070 FOR J = N1 TO 13 1 READ At POSITION 3 + 

Jjl.Lt? US} CHft^tfll j j 5DUHD N j J*5 ( B f 10; HE 

XT J ; SOUND N,N,N,N 
HE 4100 FOR .i"Nl TO 13 : READ A ! POSITION 3+ 

J,13E? H6; CHR5 (A3 j ^ SOUND N , J*5 , 6 , 1 0 : HE 

XT J:50UHD N, N, N, N 
EK 4110 FOR J-Nl TO 15 1 READ 0 : POSITION N7 

* J , 15 ! ? S6 1 O MR £ tflJ ; : SOUND' N r J-M7 , 6 , 10 £ N 

Continued * 
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BOMB HUNTER 



EKT J : SBUHD N,N,H J N 
BW 4126 FOR J-Hl TO IS 3 READ A : POSITION H2 

* J , 17 ► ? »6; CHRS C A) 1 : 50UHD H , sl*8 ,18,18! 

NEXT J : SOUND t) , H ., H ., N 
HO 4130 FOR J-Ml TO *:Htftl> A S POSITION 5+ J 

,191? tt6; CHflS £AJ J t 5DUHD H f J*3,12,iBiHE 

Kt J ; SOUND N,N,H H N 
KW 4200 ? CHRS <12S> ; CHR$ tlSS) 
PN 4210 IF SOHSC THEN HSG-SC 
EX 4226 ? " TOP SCORE: "JHSCI" LAST 5 CO 

RE: "JSCS? 

uc 4230 ? ■■ Press ESOftJ to play agai 

II*" 

KH 4300 IF PEEK 15327?) =6 OR STRI6 (H3 = N TH 

EM GOTO 11000 
PU 4320 GOTO 4300 

IR 6OO0 BAT A 67, 79, 70, 71, 82 , 65, 84 , 85, 76, 6 

5,64,73,79,70,83 
LB 6010 DATA 9 9 , 79 , 05 , 12 , 32 , 7 2 , 65 , S 6 . B -3 
AH 6020 DATA 67 , 7 5 , 77 , 00 , 76 , 69 , 04 , 69 , 68 
ER 6PXB DATA 66 , 79 , 77 , 66 , 32 , 72 , 05 , 70 . 04 , 6 

FB 6040 DATA 87 , 65 , 04 , 67 , 72 , 32 , 79 , 85 , 64 3 
2, 70, 7?, 02 

VO 60S0 DATA 66,79,77,66,32,72,05,70,04,6 
9, 02, 32 , SO 

01 6068 DATA 6 7 , 79 , 77 , 73 , 78 , 7 1 , 32 , 83 , 79 , 7 

9,78,32,04,79,79 
QU 6070 DATA SSj 78,32, 32, Si ,45, 66 ,73,64,3 

2, 65, 64,65, 02, 73^ 
SN BOBO DATA 78 , 69 , 65 , 32 , 32 , 6? , 7? , 85 , 46 
HO 7999 REM : -- - ■ ^1 1 M J I h 1 IIP 



KH 808(1 ? CHR$ f 1253 ; Cf+HS C2533 

5N BB10 ? " GAME PAUSED " 

UK 8020 f " " 

ss 8030 ? ■■ Press HJant to continue 11 

GK B048 POKF. 764,255 

YC 8050 IF PEEK £764? =33 OR 5 TRIG CH) -« THE 
H POKE 764,255:? CHRS £ 1 251 : COSUB 8190: 
RETURN 

5Z 8060 GOTO 8050 

PU 8100 POKE 650,111: POKE 657,4:? " IH'JJ 
hi j LEU 

LN 0110 POKE 656, Nl 1 POKE 657 , 2 G I ? 
Q"i SC 

KU 8120 POKE 856 , Nl : POKE 657, 15 i? 

H"; BTOTRL 
AP 8138 RE] TUP* 

EMM 



■ bMtl-t; 



ttR 



9999 REN ■ I ■I'lMUMT— 

SH 10000 PMB=PEEK tlOS) -NB,' POKF 106,PMBtCH 

B=PMB+4 
UU 1O010 GRAPHICS 17 

NS 10020 RESTORE 20000 : FOR I -N 1 TO 17 ; REA 

D A 5 CLS CI, I>=CHR$ (A) : HEHT I 
UO 10030 RESTORE 20B18 : FOR I-Nl TO 34 : REA 

P A ; Q0PV5 13 ,U = CHR4 (01 SN€HT I 
IU 10840 FOR I-PMB TO PHB*7 i A = U5BtADR ICL 3V 

i , I) i NEKT I 
CR 100S0 A = U5fl CADRCCBPV5J ,C»B*256I 
UN 10100 CHBS=CHB*256 

IV lOilfl FOR I-CHBS+ C5fl*N6J TO CHB* + t CSS* 

N6) + 7> tPOKE I, 255 : NEXT I : REM B 
IL 10120 RESTORE 2005B 

Q B 10125 FOR I=CHO 5 + CHB»3> TO COBS + « <M8*9 
J +71: HEAD A: POKE I, A: NEKT I 3 REM £ + □ 

UZ 10128 FOR I-CKBS* £N8»323 TO CHB5 + t IK 8* 
32) 47) : READ A 1 POKE I , A : NEKT I ; BFH [q 

KZ 10130 FOR I=CHBS+ t N6*"4Z) TO CHO^+ttWB* 
433 + 7) : READ A: POKE I, A : NEXT I : REM E * 

IU 10140 FOR I-CHBS* (N8*49) TO CttOS+tCWR* 

493 + 7) : READ A I POKE I,fi m , NEKT I : REM E 
OE 10145 FOR I = CHBS+ CM8*591 10 t CNB« 

593+73 tREAD AxPBKE T,fl:NEKT I : REM Q 
ZO 1Q5O0 PEM FOP I=2EJ TO 111:P0KE PHBM256 

+I+51Z, ZS5 : NEXT I 
EH 10900 RESTORE 32O40:F0R 1=1536 TO 1551 
: READ fliPUKE I,A:NEXT I 
TOW: 



IU 10999 RCH 



ON 11000 GRAPHICS HI : POKE 16 , 64 ; POKE 5377 
4 ,84 : POKE 756, CHB: POKE /bZ , H L ; POKE 555 



, H : BAR -11 2 j CB AR- M : 8 1 O T ftL = N 
UO 110OS FOR 1-17 TO 113 : POKE PHB*256*I*5 

12,0:NEKT I 
OR 1101.0 DL = PEEK tSBO) +PEEK £5613*256 iPOKE 

DL4«£+N1 , 68 ; POKE DL+11,134 
SH 11015 POKE 512 j N > POKE 513 , N8~KZ ; POKE 5 

42B6, 192 

CD 11020 POKE 712**1 POKE 711, 122 :POKE 710 
,34?P0KE 709,172:P0KE 708,212 

TB 11100 FOR I=N2 TO 22 ; POSITION H ,1 : ? H6 
i W : N£«T I 

T& 11110 POSITION N,**? WOf'ECCt RAD I A T 1 0 
H LEUEL 



CC 11150 POSITION H8,53? »6 ! 3 POSIT I 

opt 7,7:? »6 j ,p [ainn3B M 

EC 11160 POSITION 3,12:? ST6;"by richtrd s 
arm" 

KG 11165 POSITION B,l8;? W6;"LEUEu J " ; LE 
U 

HT 11170 V CMFii tl2BJ J CHHS C2S J J 1 POKE 656 , H 

: POKE 657,11;? "PRESS SEED TO PLAV 
BS 11160 POKE 656, H2 SPOKE 657,9!? "PRESS 

klJUtii FDR LEUEL" 
KV 11190 POKE 559, 4& 

TM 11300 IF PEEK C CDN3 =NB"Nz THEN GOTO 115 

OO 

IS £1310 IF PEEK CC0H>=5 THEN GOSUB 11400 
OJ 1131J IF STRtG rB) =N THEN GOTO 11500 
UR 11315 D = D + li2iTF D>252 THEN D=N2 
WM 11320 POKE 711,D:P0KE 77, N 
VC 11330 GOTO 11300 

MK 11399 REM ^SI^HBIBSBSISIISI^^ES 

TP 11400 SOUND Nl, 218, H8, 14 

SL 114U& LEU=LEU+N1 : IF LEV?5 THEH LEV=M1 
MH 11410 POSITION 14,16:? H6 ; LEu 
JT 11415 FOR A-Hl TO 10 ! NEKT A 
r M 11420 SOUND Nl, N,N , N 
ES 11425 RETURN 

KH 11499 REM lirm-^rfN^-tf-VUiliJijl | |B 

BE 11508 POKE 559, H; SOUND N , N , N, N : SC=N ! BO 

MB = N 3 B E T A - 4 1 
DL 115SB7 POKF 532* 0 , 52 1 POKE 53277, 3 i POKE 

54279, PHB 

UC 11505 FOR 1=17 TO lll;PQKE PMe*256*I+5 

12,01HEHT I 
NP 11610 7 GHR$(1Z53 

MM 11515 POKF 708, 12 : POKE 709, ?2 I POKE 711 

,154 SPOKE 704,52 
•JG 115Z0 GOSUB 8100 
G A 11600 GOSUB 3000 
OE 12000 GOTO 100 
tM 19??? REM 



3H3; 

HZ 20000 DATA 184,104,104,133,213,169,0,1 

33.212, 160, 0,145, 212,136,208, Z5l, 96 
CD 20009 REM 1 1 ■ li ^iJiLUM ^.TU^T-l 

EG 28810 DATA 1 04> 104 , 13 3 , 215 , 104 , 133 , 214 
, 169, 224, 133, 213, 169, 0, 133, 212 , 162, 4, 1 
60, #, 177, 212, 145, £14 , ZOO , 200 , 249, 230 

CI 70015 DATA 213,230,21^,202,208,242,96 

HI 20050 DATA 255,129,137,137,137,137,129 
, 255 

IR 20055 DATA 255 , 129 , 153 , 137 , 145 , 1 S3 , 129 

,255 

HU 20060 DATA 255, 12 9, 157, 137 , 133, 153, 129 
, 2SS 

UG 20065 DATA 255,129,1-37,153,189,137,129 
,255 

ID 20070 DATA 255,129,153,145,137,153,129 
, 255 

OF 20075 DATA 255,129,141,153,149,157,129 
, 255 

KB 20000 DATA 255,129,157,133,137,145,129 
, 255 

OS 2O005 DATA 32 , 1 3 9 , 102 , 24 , 69, 10 2 , 129 , 20 

CJ 20100 DATA 16 , 88, 21», 718, 126, 60, 24 , 60 

HC 2 0105 DATA 24 , 60 , 90, 153, 60, 90, 24 ' 2 4 

bt Z8110 DATA 66 , 36, 24 , 60 , 126 , 231 , 1 26 , 1 53 

OM 20158 RATA 0, 56, 56, 56, 124, 56, 16, 0 

HA 3)999 REM ^H^^^^HlHSIItZi^^^^K^l 

HI 32000 DATA ^2, 16?, 172,141, 18,212,141*1 
0, 206, 169, 204, 141, 23, 208, 104, 64 
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HOW TO GET NEW ATARI USER 



FROM THE 
NEWSAGENTS 

TO ENSURE THAT YOU OBTAIN A COPY 
YOU SHOULD PLACE A REGULAR ORDER - 
JUST POP IN TO ANY NEWSAGENTS AND 
ASK THEM TO ORDER A COPY FOR YOU 



MAGAZINE 
SUBSCRIPTION 



For your copy of the ONLY magazine to support the 
ATARI XL/XE and the one that gives the alternative 
viewpoint on the ST subscribe NOW! 
A six issue subscription is available in the UK for 
just £12, Remember your newsagent will sell out but 
with a subscription you wilt never miss a copy 

OVERSEAS RATES: EUROPE £15.00 
ELSEWHERE £21.00 by AIRMAIL or £15.00 by Surface 
NO PRICE INCREASE ON DISK SUBSCRIPTIONS 



OVERSEAS 

THE MAGAZINE WILL NO LONGER 
BE AVAILABLE THROUGH THE 
NEWS TRADE - YOU MUST SUBSCRIBE 
TO OBTAIN A COPY 
SEE SUBSCRIPTION FORM BELOW 



DISK SUBSCRIPTION 
SPECIAL OFFER 



Subscribe NOW for the Magazine and Disk at the 
normal UK price of £25,00 and receive the following 
FREE OF CHARGE* 

NIBBLER - A GREAT PACMAN TYPE GAME 
TIMEWISE - TO KEEP YOUR RECORDS 
HOME FILING MANAGER/tHE PAY OFF 

That's right! Receive ALL THREE of these 
ABSOLUTELY FREE if you subscribe at the regular 
VK price of £25 for Six issues with Disk 

+ tifTcr mn avuilnbk- wersms and subject to availability of stack (wt Iisit pkntyH 



TELEPHONE SUBSCRIPTION 

Simply phone us on 0785 213928 
quoting your credit card number 
for your subscription to commence 
with the next issue 



I want to show my commitment to Atari by subscribing to NEW ATARI USER 
Please commence my subscription for SIX issues from Issue' 



vcc 

" * irisert e&mmanelng issue number 

] I enclose Cheque/Postal Order for £ 



Address, 



PLEASE MAKE PAYABLE TO PAGE 6 PUBLISHING 

] I wish to pay by Access: Vi sal MasterCa rd 1 Eu roca rd 
Card No: 



nnnn nnnn nnnn r 

ORDINARY SUBSCRIPTION UK £12.00 Europe £15.00 ZZpZ^Z_T|__j 
Elsewhere Surface £15.00 Elsewhere Air £21.00 Expiry date: I | || | I 

DISK SUBSCRIPTION* UK £25.00 Europe £32.00 

— Elsewhere £42 00 Please d ^ m Y Credit card with the amount shown above 

'Please send rne free ot charge the 3 items mentioned above Signature 

POST TO: RAGE 6, P.O. BOX 54, STAFFORD, ST16 1 DFt 

You don ? have to cut the magazine - photocopy this form, write a fetter or just phone your subscription 



ALTERNATE REALITY 



THE DUNGEON 



WosFilm, an Alternate 
Reality fanatic from 
Sweden presents the full 
maps of The Dungeon 
together with hints on 
solving the various 
quests you will encounter 



I here present the full map of the Dungeon, and its split 
into seven sections (because they're split up In the game 
data). The four first sections (0-3) form into the first level 
of the dungeon. The rest of the sections make out one level 
each, getting smaller as you descend into the mysteries. I've 
also mapped some places you normally can't get to. but with 
my Character Editor you can gel anywhere! The co-ordinates 
at the bottom and to the left, are the numbers you get when 
using a Location spell or a mapstone. At the top and to the 
right are the numbers to use with my Character Editor. Having 
a map makes the game a bit too simple (especially if you 
haven't made the map yourself...). Mapping is actually a big 
part of the fun in the game. 



SOME QUESTS TO SOLVE 

(given by the oracle of Wisdom) 

Free the prisoner from the palace dungeons with a silver key. 

Get the two ring halves from the goblin and the troll king, who 
are at war. Forge them together and bring the ring back. 

On the second level, find the one in the room of glass. Don't 
start off without a touch of class. 

Cross the river Stonz at midnight. On the other side awaits a 
king. Pass the seven knights who guard him to further your 
cause, 

A fearsome face lurks by the dragons lair. Answer his queries 
for a valuable ally. Kemembcr Xebec's demise. 

The main quest though, is to collect the three pieces of 
AerinimiiU's broken staff, and bring them back to him (visit his 
spirit at his tomb, and he'll tell you about the quest). When 
you ve done this, you get a PAC-eard to use when you pass 
Death's Door to level 4. There you can destroy the Aliens' 
control room, and that's all. 




TO SOLVE THE QUESTS 

The Prisoner: if you walk around slaying a couple of 
creatures, you'll soon find a silver key. Enter the secret door 
on the southern palace wall. Once the prisoner is free, you get 
a new spell and a staffpiece. 

The Ring; The only way you can retrieve a ringhalf from the 
rivals, is to engage each king in mortal combat (flee quickly 
when done). Go to the dwarven smithy on the second Level to 
get it relorged, then offer it to the Oracle, 

The glass room: On the second level near the north-east 
comer, there is a bunch of mirrored corridors. Have no weapon 
at hand when you enter these corridors since "dopple-gangers" 
are plenty. Also make sure you have some clothing that looks 
nice and that you can get rid of (i.e. not winged sandals or the 
like). Enter the clothes horse's room and accept his offer and 
you'll get a mirrored shield, which is essential to complete the 
game. 

The River Stonz: From 0,00 to a few minutes after, you 
can cross the river Stonz at the rivererossing. The manual says 
you should give the ferryman a small fee. and of course I 
thought it to be written with a hint of irony, but one should 
take it literally. The idea Comes from die Greek myth of Hades 
to whom you should give die smallest coin. So, pay the ferry- 
man about 5 coppers, and he'll take you across the river. 
There Is a secret door in the northern wall of the first corridor 
to the west. Behind it is another long corridor which is blocked 
by seven undead knights. Stay them all arid enter the room of 
the undead king who will give you a staffpiece. 
The Fearsome Face: a gargoyle is to the right of the 
entrance to the corridors of the great dragon. He gives riddles 
you should answer, but 1 don't know the answers (sorry...). 
But I think that If one solves all riddles you get to know what 
the dragon wants ;i- p\rliani.',i- lor die third Staffpiece. and 
that's the bloodstone. Don't try to fight the dragon if you're not 
extremely powerful. He has about 10000 HP and deathcards 
wont hurt him very much. I defeaLed him once (after a very 
long struggle), but naturally my character was cheated. His 
weapon made high damage in every category (a minimum of 
about 120p of damage), a dozen of Golden Homs and So on. 
To get the bloodstone: You should pass the winding 
corridor on the 3rd level, pass the rooms of confusion to the 
teleporter. You'll And yourself in a corridor which leads to a 
fountain but a basilisk blocks the way. He can turn you to 
stone by looking at you so you'd better have the mirrored 
shield ready (secondary weapon). Neither spells nor weapons 
effects this creature, you must light him with your bare hands 
(it certainly took a while to figure Lhat onrf). When done, you'll 
find the bloodstone which you should give to the dragon, and 
he'll (it'll...) give you a staffpiece. 

When you have all three staffpleces, give them to Acrinimiril 
In his tomh, use the PAC-eard at Death's Door after passing 
the Gauntlet (beware of the dopnle-ganger in the last room!), 
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Section O - Level 1 
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Q Direction of access through wall or 

door (sometimes invisible) 
Q Two-direction ai access 
Q entrance 
0 Treasure 
0; Telepon&r 

H Landing (ffom teleporter)- 



1. Gram's Gold Exchange Vault 

2. Dungeon Chapel 

3. Chapel Sanctuary 

4. Goblin King's Paiace 

5. Stairway Leading Down 

6. The Tomb Of Acrinirniril 



Section 2 - Level I 



6 F /<> , f V j't Sf> 2i '- k 




trapped &4f ^W^i/ff 



17. Stairway Leading Down 

18. Healing Fountain 



19. Firsi Cily Band's Vault 
£0. Light Wizard's Guild 
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7. Der Rathskeller Bar & Grille 

8. The Relreal 

9. Wizard of Chaos 

10. Damon & Pythias Shoppe 

1 1 . Guild ot Order 



12. Wizards ol Law Guild 

13. Slairway Leading Dawn 

14. Palace Entrance 

(requires Palace disk] 

15. Palace Prison 

16. Thieves' Guild 



Section 3 - Level 1 
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21. Oracle of Wisdom 

22. Dark Wizard's Guild 

23. Troll King's Palace 



24. Slairway Leading Down 

25. Weapon Enchantress 
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Section 4 - Level 2 
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26. Stairway Leading Up 

27. Paladin's Guild 

28. Dwarven Smithy 

29. Clothes Horses's Roam 

30. Siatrway Leading Down 

31. Cleanse Disease Fountain 

32. Mercanaries' Guild 



33. Hirer Crossing 

34. Lucky Poll on Brewery 

35. Undead King's Palace 

36. Wilderness Entrance 

(requires Wilderness disk) 

37. Arean Em ranee 

(requires Arena Disk) 



and you'll And yourself on level 4. Find the Aliens' control roam 
and enter with the mirrored shield in hand) (you'll find out 
why\,X Use the elevaLor lo go up again. Finished! 



OTHER TIPS 



Don'L be greedy, kill for money or treasure or die like! That 
will soon make the Devourers coming, and that's not very 
funnyf If you find yourself attacked by a surprising lot of 
Devourers, generate a new character! 

There's a Mapstone at location [N28:E59, level 1). Works like a 
Location spell, very handy! 

If you need a rather good weapon there is one at (N23:E60, 
level l) 

A crystal breastplate is at (N23:E8. level 2}. 

Do NOT go tu (N57:E38). If you do. a loadstone will fall onto 
you. You can never drop It, and it'll make you immobilizer]! 

I'm not sure 1 remember the way through the "three -door- 
puzzle' starting at (N33:EIS), but I think It Is: middle door, left 
door, left door, middle and middle. Use the mapstone frequent- 
ly to make sure you took the right door. 

If you happen to have a character with an extremely good 
alignment, you're supposed to be able to get to the chapel 
sanctuary (otherwise you could easily place your character 
there with a little cheating. \ did...). If you can, do pay it a visit. 
It's a really nice place! They give you a . . . (surprise!) 

Well that's all I'm giving you. I hope you've found some useful 
tips, and that you like this amazing game as much as 1 do 
(would U be possible not to like it?). Happy adventuring! 
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38. Stairway leading Up 

39. Death's Door 

40. Fearsome Gargoyle 

41. Great Dragon's Lair 

42. Remove Fatigue Fountain 
43 Elevator 

44. Gateway To Revelation 

(requires Revelation Disk) 

45. Ahen Control Room 




BR 



THE ALTERNATE REALITY 
CHARACTER EDITOR 



WosFilm's Alternate Reality Character Editor is a machine 
language program not suitable publishing in the magazine 
but the fully working program is on this issue's disk. 

The program is simple to use but you need to know a 
little about how AR stores its character data. Your charac- 
ter has a checksum hidden somewhere so if you change 
anything on the character (for example with a sector 
editor) the game won't load the character. To bypass this 
you can increase one byte only if you decrease another 
and vice versa, so that the checksum remains the same. 
The Character Editor always uses the bytes which tell 
how many experience points you have to have to increase 
the character's level, so there is always a limit to how 
much you can change a character. 

In essence the AR Character Editor is nothing more than 
a highly specialised sector editor but it is the only safe 
way to enhance your character in Alternate Reality, 



WosFilm 
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Xl/XE TYPE-IN 

LASER 
INVADER 



Colin Lennox presents a neat 
quickie - simple to type, simple 
to play but quite addictive! 



This simple arcade jfamc shows that you can write an addle 
tlve game with minimal graphics and in only eight lines of 
code. One big advantage is that it will only take you a short 
while to type It inl 

Once up and running you will find a laser beam streaking 
towards the Earth and It is your task to precisely intercept it 
using the joystick fire button only. You must hit the 
approaching laser exactly on the end. If you fire too early and 
miss, the laser will bounce off your beam and you get another 
chance. If you are too late and miss, the invade lands and the 
game is over. The game is also over if the Invader makes it all 
the way to the right hand side of the screen and overruns your 
laser post. 

You receive points depending on how many shots you've had 
and what level you are on. The maximum score lor a single hit 
on any level is 4,000 points. 

At first the game looks too simple and the graphics are very 
basic, however it is quick to type In and is surprisingly addlc- 
Live and frustrating. 

Enjoy it! 



£1 1 REM W W W W MM W W KKWMMMJfMMl l MM M M i C i fWWWW W MK 
UK 2 RLH * LASER IH0ADER5 * 

HO 3 REM * by * 

mm 4 hem * colin Lennox * 

EC 5 REM * — ' * 

BK fr REM « HEM ATARI USER - FEB ■ 1992 * 
EO 7 REM WN'MM'MMHHM rtM . HMHMM M H M M WICMXMXXXMMM 
MR « REM 

Cu 11 POKE S2,0:HI=0 

RO 12 GRAPHIC* ASi SETCOLOR 0 , 12 , 8 : SETCBLQ 
R 2,1Z,8:5ETC0LQR 1^9,151 SET COL OR 4,0. 
15 

OR 13 POKE 755,0iGO5UB 6OB0 

HQ 14 ? PRESS FIRE TO PLAY LASER I 

HEADER 

RS 15 IF STRIGCBJ=1 THE* POKE 77,0! GOTO i 
S 

HL 16 LEUEL=i:5C=0: A = 9 

HA 17 GRAPHICS 15 V SETCOL0R 0 , 12 , S t SETCOLO 
R 2,0,4: SETCOLOR 1 , 9 , 15 ! 5E * COLOR 4,0,0 
UV 1* 5C2=iaa0*LEyEL iPOKE 755,B:POKE 7? W Q 
00 30 GQ5UB 

OE 62 HICK2 =IHT CRHD tlJ*3J+I 

JC B4 IF KICK2=1 THEN NICK=1 

OK 65 IF KICK2=2 THEN NICK=1O0 

FC X? HICK2-3 THEN NICK=110 

YE 70 A2=IHTtRMfrtl**15*LEOELa +15: A=A+A2;I 

F A (155 THEN 75 
OH 71 A^IHTERMI>lll»fiS+5 
ZJ 75 COLOR £ 

EC 9B FOR 1=0 TO A : PLOT I,3;N£KT I 

LO HO FOR 1^3 FO 15 91 COLOR 1 3 PLOT A, I 



UG 115 SOUND 0,1,12,4 

BB 12B COLOR 2: PLOT 1,37, 161"! 

DU 125 IF STRIGE05=B THEH XX = 161 - I ; POP : G 

BTB 2B0 
FN 130 NEXT I 
BE 199 GOTO 319 

HZ 20O BOUND 1,255,6,1?; DRAHTO 1 , NX : SOUND 
1,0,0,0 

UL 201 IF HK-K5 AHD XX~I> "2 THEH 400 
KX 206 IF XX<I THEH 3 BO 

TT 209 COLOR 1 : F =KK- J.-1 : F OR C=0 TO F : 50UN 
0 0,G+I+1,12,4;FLOT ft , C H : NEXT E 

FX 210 A2=IHT IRND til*LEVEL*15> +9lA=A+A2 

BH 215 SC2=5C2- C40BWLEVEL) J IF 502(100 THE 
H SC2=10O 

CG 217 IF fl>.tS(j THE It 500 

OK 210 COLOR 3 ! DRAWT0 A f J 

JH 220 COLOR 4 i PLOT 157 , 157 3 DRAHTO 157 , HM 

! DRAHTO 1,XK 
LY 230 GOTO 110 

JF 300 ? + MISSED HIM!!" 

HG 310 COLOR 1:F0R C-ft TO IS 9 - 1 : SOUND 0,1 

+C, 12, 4 : PLOT A,I+C:HEXT C 
YC 318 FOR T^iS TO 0 STEP "3 

JP 320 FOR 1=220 TO 255 ; SOUND 0,1,12,1:56 

UHD 1,1, 12 , X : NEKT I 
KS 323 NEXT T 
HK 327 SOUND 1,0,0,0 

TO 35© 7 THE INVADER HAS LANDED - GA 

ME OUFR" 
VH 357 FAR 1=1 TB 650 : NEXT I 
YS 358 7 "KJrlUP PRESS FIRE TO PLAY 

Hl-SGOREt" 
UH 300 ? '*1«I 

00 370 POKE 77,0! IF 5TRIGtB3>-l THEH 37B 
51 300 GOTO 16 
PL 399 END 

ft T 400 SBUND B, 6,0,0:? "*4 5 

CORE ,, ;5t2 
PK 405 FOR D = l TO 10 
UE 407 SOUND 3,243,12,1,2 
OH 410 H=INT CRHb Cli«3> +1 :€UL UH N 
HG 415 -PK-1N T tttHD (11*40) -?0 : P Y~IH T (RHD t ±J 

*403 -20 

HH 416 IF <A+P10>1S9 WHEN PK~0 

OH 417 IF (fl + PXJ <B THEN PX=» 

OJ 41B IF tHH+PY»>159 THEH PY=0 

LtZ 419 IF CXX + P Y> <0 f MEM PY-O 

JJ 420 PLOT A p Jf H * OR AHT 0 A+PX,XX*PY 

EE 440 HEXT D 

LX 447 FOR 1-12 TO » STEP "1 : SOUND 3, 243. 

12, I : FOR KK = 1 TO 3 i NEXT KN : MEKT I 
XF 450 SOUND 2,0,0,0 
HH 455 SC~5C+5C2 
HS 456 IF 5 OH I THEN HI = SC 
DU 457 IF SC>~10OBBO«I THEN 5C = fl 
YA 458 IF HI > =1000006 THEN HI-0 
LG 460 ? "KHUPt PRESS FIRE FOR REKT INVA 

DER* HI-SCOREf 
fcIO 462 ? 5C,,, M "jttj 

RM 476 PONE 77,0 5 IF 3TRIGC0]=1 THEN 478 
OL 475 IF LF UFI. <4 THEN LEYEL^LEUEL+i 
HO 4BB POKE 7 7,0: GOTO 17 

XS 50O A = 159 : COLOR 3;frftAl4fO A, 3 ; SETCOLOR 
4,12 F 14 

EK 505 SOUHD O , O , O , O ! SOUttO 1,9,0,8; SOUR & 

9, On 8 ; SOUND 3,0,0,0 
ZF 510 PRINT LflbtR PfllT 5UHHE N & E R E E> 

- GAME OVER" 
00 520 FOR I=0 TO ISiFQft J^O TO 15 r SETCOL 

OR 4, I, J: NEXT J S NEXT I 
VV 53B S6UHD ft,0, 0,0 
OK 540 SETCOLOR 4,0,0 
OB 545 FOR 1=1 TO 3flfl;N^NT I 
XH 550 * **^+lUP PRESS FIRE TO PLAY 

HI-5CORE + * 1 
UH SSS ? SC, , , ■■ l< ; HI 

RK' 560 PONE 77,0:IF STRIG«01=1 THEN 560 
SI 57B GOTO 16 

US 3340 ? "H* * PRESS FIRE TO PLAY" 

OK 5&O0 GOTO 5BO0 
YY 6060 COLOR 3 

OU 6010 PLOT 0,0; DRAHTO 159,0,: DRAHTO 159, 

159 ; DRAHTO 0 j 1 E 9 : DBA yiYQ 0,0 
AT 605D RETURN 
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XL/XE TYPE-IN 




▲ 





•w -fir ^ O 4& ■«» <4fc * ■ «■ * <*■ -Sf «■ 4 

<e « -fii. « o « « ~4P> ■*» -4fr <«» • <s 

■w w w. W -w ^ 4 4 *B> Stt* «±r 4 hB> * <«• -fir -6 

« « # O 4 'W W «• * W •*< -4S» <0» Hi> 4» <£p o 4X» 4fr ^ 

^ ^> 4- ^ ^ ^ ^ «Ott ^ >«. •*> «fr ■» V »» '» <tf* ^ 4 

s,.- w- w -5* «A- <Op <4» <Sc -* <4fr <d « « 



You came to the West to make your fortune but so jar it 
has been an endless cycle of card playing, drinking 
whisky, eating beans and shooting the numerous people 
who said you smeUed. 

However, your tuck is about to ctvmge. It is rumoured 
that a cache of gold coins Ls hidden somewhere in Indian 
territory and the treasure is there for the taking - well 
almost! Just don't let the stories about tite maii-eating 
vultures and the terrors of the desert deter you. Okay, it 
could seriously damage your health but what kind of 
cowboy are you - lily livered? No, of course not! So. plug 
a joystick into port }, get your spurs on and ride into the 
West 

Oh! Silly me! I forgot You can't afford a horse yet, can 
you? How about a sponsored walk? 



Object; held = fun 



Bill HalsalVs new arcade 
style adventure proves 
that the Wild West is as 
challenging as ever 



PLAYING THE GAME 

Use the joystick to move the cowboy. To open door*?, kill 
vultures etc. touch them whilst holding the correct object 
To pick up or drop objects position the cowboy appropri- 
ately and press the joystick button. 

I'ress the button to reincarnate after death, preserving 
the current object positions. Your enemies wtU. reincar- 
nate as well though so keep your weapons handy! 

If you find yourself fn an in\jx>ssible position press 
START to begin again with the objects in their original 
positions. 

Vie game ends when you jmd the treasure. Press 
START to play again. 



TYPING IT IN 



Cassette and disk users should type in Listing 1, SAVE or 
CSAVE a copy, then RUN the program. The program will 
check each line of data and inform you of any errors, Correct 
any errors and RUN the program again until all errors are 
eliminated. When this is done answer the cassette/disk ques- 
tions accordingly to create a boot tape or binary disk file. 

Cassette users should load the boot tape created by firstly 
removing all cartrtdges and then turning on the computer 
while holding down the START key (XL and XE owners 
should hold down OPTION as well). Press RETURN and the 
tape will load and run automatically. 

Disk users should clear Listing 1 -Irom memory after saving 
and running it as above by typing NEW and pressing RE- 
TURN. Next, type in Listing 2 and save it on the same disk 
as the binary tile created by Listing 1, RUN the Listing 2 
program with the disk in the drive and the game will load and 
run automatically, 
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1:1 1 «f."H I f KKHKBK* K WiHHt 

JH Z REH ft INDIAN GOLD * 

RQ 3 REM » by * 

UL 4 hhm * Bill Halsall * 

EC 5 RFM * + * 



OH 6 HEM * MEM ATARI USER - FEB, 1992 * 
EO 7 REM HMH WWWHMMMHMHHMHHMHHHHHW EHH iHM:** 

NH 8 REM 

N A 14 REM P -fill* m f Jl J #J.1 -II 

BK 16 HEM 

PD 20 DIM LINESC965 ,A$<B192> ; L INE= 990 : CNT 

=-4d;TRAP 180 : G05UB 200 
LM 10 A$ tl) = "0" ; AS «8i?2> = ,l D' k : AS C2J - AS 
RG 40 LINE = LINE*10 I CNT = CNT* 48 : RE AD E.INES, 

C UK jUM ; ? " M'iJ>l.*frTR LINE " ; LINE 
tn 50 CHK-U5RC1530, ARftCLIMESl , ADRtASl+CNT 

3 

III 60 G05UB 300: GOTO 40 

UH 100 IF PEEKC195J06 THEN ? "ERROR " ; PE 

EK J1953 i CHRS CZ531 1 END* 
AL 110 ? ■ IjMjiaaMiiaBTO " : TRAP 130 
»H 120 ? "<D>I5K OR fT> APE M ;G05UB 180 : IF 

K~6S THEN 140 
AK 130 ? "READY CASSETTE AND PRESS RETURN 

";OPEN Wl,0,128,"CS , ';GOT0 160 
KM 140 ? "REAOV DISK AND PRESS RETURN 4 ' : GO 

5UB ICQ ; IF KOlSS THEN 140 
HO 150 OPEN t*l,0,9,"D:INDIAN.OBJ" 
BA 160 ? ttl; AS CI, 6528) ! CL05E ttl ! END 
ZH 180 CLOSE til ! OPEN ttl ,<,0,"K:": GET 1*1, K 

: CLOSE ttl : RETURN 
MO 200 FOR A±15 3G TO 1658 i READ D E POKE A,D 

:NEKT A: RETURN 
IK 210 DATA 216, 104 , 104 , 133, 284, 104, 13 3, 2 

03 , 1*4, 133 , 206, 104, 133 , 205, 16 9 , 0 , 141 , t 

27, 6, 141 

IZ 22C DATA 128>6 J 16e,255 J 140, 125 ,6, A4A, 1 
26, 6, 173 , 126, 6, 201, 47 > 208 , 11 , 173 , 127, 6 

OG 230 DATA 133 , Z1Z , 173 , 12B , 6 , I 33 j 2i 3 , 96 , 
172, 125 , 6 , 200, 140, 1Z5, 6 , 177 , 203 , 32 j 111 
i* 

15 240 DATA 10, 10, 10 , 10 , 141 , 123 , 6 t 17Z ., 125 
, 6 . 2 DO, 140, 125, 6, 177, 203, 32, 111, 6, 2 4 

ZH 2 50 DATA 109 , 123 , 6 , 172 . 126 , 6*200, 149, 1 
26, 6 M 145. 205, 2 4, 109, 127, 6 , 141, 127, 6 , 17 

3 

MY 264 DATA 128,6,105,0,141,120,6,76,30,6 
, 96,2 01 , 5 S * 144, 4, 55, 233, 55, 96, 56, 233,4 
0,9*6 

¥L 38fl BLKE-PEEKC184) *2 56-tPEEK€103) 

RU 310 IF LIHEODLNE THEN ? "HUE "J5THS( 

lines i:b fcm: w ; end 

QZ 320 IT C rtK 5 L> H < > C H K THEN ? " Uil:M:l IK DA 

TA AT LINE " J STRS CLINE3 i END 
ZF 330 RE THRU 

ZD 1000 DATA 003300202720A9006D2FB2A93C8D 
02D3A900 0DE702B50EA9380DE802050FA3ZSS5 
0AA92O850B18604C183 948ASC8aDAA, 4096 

HI 1010 DATA D48D1AD0A93BSD0002684O4SA509 
QDO AD4 3DlADOA94B8DOOO2£i0 40 4a A5B38D8AD4 
8D1AOOA95BBD00026S4048A90E801Z, 4985 

GO 102$ Dfl-lfl D0A9BZ0D0AD43D1 AD08DD AD46P18 
D0A9E00D69 l D458407OE00044a0530494840404 
0404 04 84 04040404040404 64 04 0404, 3727 

RN 1030 DATA B4B4840406a02042995Z2041 7929 
A9Z00OOOO2A92O8DO1O2 4C6 2E4A9OO8D2FO2AA 
95B09D6E52E&E020DeF62O002&2021 , 4095 

OR 1040 DATA 38206 A2E 20 50 33 A9588D07D48DF 4 
02A2000DAE219DOO58BDAE22 9&80 5 9BDAE2 3 9D 
005ABD AE249DOO5BE8O0E5A9028D1P, 5163 

ON 1050 DAT A DO A9618D6FB2 A 900 SB 68DZA90 3B& 
8FD2A9768D3002A92080319ZAZO8BD43219DC0 
02CA1AF 7299 AZ1A91CO5BAZ0F1Z9A7, 5062 

DM 1060 DAT A 00A25F9D0057C A19F AZ05EZEZ04C 
21A93F8DZF02 A89EA228 A9e7205CE4A?CB8P9E 
D46934 7A86B88C8814B682A20ABD6D, 4 664 

AF 1O70 DATA 2 19DB657C A18F7 A22 100 782 19D0 7 
5 2£AlOF7A984OP9?20A90tift894 20&6292E2429 
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2L2E68272F2C242 2 7 98822696C6C00, 4 303 
CM 1086 DATA 28616C73616C6C00666F72 002E65 
7 7 082 174617269003 573 6 5 7 2 A9Q0AS85CBA2 53 
86CC91CBCBD0FBE8E058D0F46ee0e0 ,5469 
15 1090 DATA QQOQOOeOOOOOBOOODOOeaaO U GUGU 
60000000000000000000000000000000 0 50101 
010101 816140000000000000000101, 70 
OH 1100 DATA 0D0F0F0F0FOF000OCQCOCOC8C8C0 
980080810004 00010000000400100100100100 

Doeoeeoeeoe40O4oo0009ODO90'U±oa , 13&1 

rtU 1110 DATA 3O4O8OG040300000301O2O1OOCO2 
20300600000000000 30 4 2 64660000000000303 
070717175700004040505054545757, 1770 

EL 1120 DATA 03 A AA A A A Z AO A555500 A A A AA A A8 A0 
05100504101010105 00 4561604 040404101010 
10O5OOO0B0O4O464845686860O020F . 2045 

MV 1130 DATA OF03O 3BF3F3F88F8F8C0C0F0FCFG 
3F3F3F3F3FOFOOOOFCFCFCFCFCF0OOOO0OOOOO 
000000 2 A00aOeeAOOOOOO8AOO888ee, 4202 

OG 1140 DATA 00000000000000000000000000:60 
030D3DO5FD3D3D8DOOCeF05CFCiF0FOCOOFO3ei 
04104088O8C68O88OO0000000OOOOO, 24 21 

ET 1LS0 OAT A 0&ttlO£DBOO6BBO4646484O4O4040 
00000000000101004040404040101040000008 
0000000000000000000014 151 5D000, 940 

RJ 1150 DATA 8105545414801550400000000800 
00000O805500eOOOO5RFOBH!>HbOuOOOOOOOOOO 
00080000000000000000000 00O 6A0Z, 571 

KH 1170 DATA 02 0A2A2 A2A2A8000O6S 8A866A860 
2A2A2A2A2A2A2AOOA0GO6O6Q6O66AOOOOOOO00 

ooFFeeeooeeoooeoo0FF00z AZA0660 j z652 

PG 1100 DATA 000O06O8OeOO2A2A2A00O0OOO0OO 
05I5557F557F7F7F55555DD&5D&&D&DDSS/F5S 
5500000000 5 t>D&54 50 000000000202 . 2 93 4 

PV 1190 DATA 0Z010404O7O7SO8O8O4O1O1OD0D0 
0 7O7O707070 70500J?OD0D0DOD0&05flflOOODO«A 
2A2A2A2e2A0eoeO0006O6OBOBezei5ji 319^ 

GI 12O0 DATA 5 5£ 2 0.2 £2 82828040808080006300 
00104401030203030 441 ill 133Z233330303&3 
0303030Z033 33 333333333ZZ330000 t 2335 

5J 1210 DATA 0O0D0DD85515OOOOOOOO30SO7F7F 
00000000000 000963 03000000600000001 1 4 4 0 
401010104040100500000000004145, 103 2 

KL 1220 DATA 5010100401004010040 4 04104 000 
0 908000000 0 0FO3f 004 OIOIOIOIOIOFCF 60 see 
080808890010101010104000000 0 00, 1486 

KD 1230 DATA 0 0 0 0 0 0 06862 A6800000 00 O O 0 00 A ft 
A2AOAOAOOO0OOOO00000000000000OOOOC3OFF 
AE F 0 0 AE F r E 3 0C O FF A 9FDFDA9F0E O0E , 4290 

RV 1240 DATA F F0C03000000E0B'9Ff OCOF O0OOO0 
O0AOAOOAO2OOO2OAOO0eoO02AAA880e62 8A8B6 
00 0600000000000000000000000900, Z1Z2 

MV £259 DATA O09OOOOOOO550O0000009OOOO4&4 
60000000000000000400000000009000050505 
B5B5B5B5B55555FFA0555SFF'AAF'FFF , 332S 

JH 1268 DATA EFEFEFEFEFEB2455 55Z4 Z45555Z4 
6880 0 0 83030 30333O00e0ee0C0CCCCCC 3 3 333 J 
3F6F030303CCFCFOCOCOCOCOC 0 6866, 4 677 

TN 1270 6 AT A 8OOOOOO0O00C000 D DUiftftOOBOUOOC 

33eeoco3ooeeoooo33C0CCF ooooeoeeoooooo z 

A AO A 90000 0000000A02A0A 0000869 8,1681 

DR 1200 DATA 0080 A8A SA 0 0 O 0 6 0 O O D80030B3F03 
Or3E£rFFOOFOOCC0FOFCEFFEAAlZlOlO444444 
1QA8888828O8Q8O8OO008009088000, 3760 

PT 1Z98 DATA eDeeeSOB00000009OOOO2OA8AA2A 
eeA6AS2828A8AS200AAAAeZOZBZBAA0020AB22 
OZ68ZAAAAAAAZAZAe800000OOOOei2 / 2794 

HR 1300 DATA 121204O4 2 4 Z6F6366B0CFF 12 12 12 
O6OOOOO6FC3O3COOO8O8 2B8BB6851F1585O30 3 
030O40D0504030CO0 0 33OrO3O3C333 , 2240 

RP 1310 DATA OrO3OO00OO883CCOOO0O0OlClC5P 
7F3E3E1400000A1C 14 75040657103000009006 
0O3EZA7F7F7F5D410041OOOOBD5O52,2O9i 

MA 1320 DATA 95C0 B D 3 Z5Z05CC6O A9OOO5C0 A 2 F F 
A95385CCE8EO1AF016ASCC9D3Z52A5CB9D5B52 
10693005CB90EAE6CC4C12266OA2O7 . 6412 

H5 1330 DATA BDE6Z 4 0509D435B9D505B 9D5S 
5BCA10EE502OD2272OD72720DCZ720E627A6OA 

continued *" 
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BP5CZ8S5BZZ901FBB3Z079Z5A5BZZ7 j 5306 

KA 1340 DATA 0 2 F 083 28A926A5B2 2 984 F 0 0 3 20 8 Q 
26A5B22988F8a:i2D9B266aA288A98885B4Aai4 
28A227C8C8£®1CDBF768A2L84C7B2£ , 4 920 

QN 1358 DATA A8002O9 A26 A8824C 9 A26 A98885B4 
A2aA289a27EBEBJ.2DBF86aA02C289A2 6A82E4C 
9A2 6A9C4BDC7B2 A9FF A21F9D6eSB9D , 5436 

UC l.lftfl OAT R E85BCA18F7E8A9EC9DB8539D8854 
^■>Bass-?l>fl05&?DEe56E8D8EEAeiZ2#3627C«lE 
E>BF?A2:OA201627Eei2DeF9A68ABD5C, 618 7 

ON 1378 DATA 2 885B22981F883285627A5:B2 2? 02 
f 0 037 0 ?4 77A5B2 2904F 0 03 2 B6B27A5B2298aK 8 
83286A2 7&0A9E885B4Aei228A22 7ftftj 4680 

MB liao DATA igz8AZ27A**B#5B4ABi428A22?Ca 
C8C8iCDeF7E8E86BA9E8S5B4A7852BA227A212 
2 0AZZ7A98885B4A2OA28AZZ7EBE6EB, 5&9G 

TT JHfl DATA 1ZD8F7C8C86OA2082DA627EO0ADO 
F960A212 20162 7E 81 ADBF 968 A888263627C8 1 4 
D8F96BAeiC203627C83flD8F96eA;f>iF , 5447 

1* 1488 DATA DOC 3 0 6 F68 A AD 8482D6F 4flE>8482F0 
FB602 0FDZ5A5B491C8CBE804A5B4 9i£BC6B4B8 
58Z89827ESE684E6B4209BZ7C5B4C6* 7384 

LM 1418 DATA B 4 C A 8 0 A 9E 88 5 B 4 A 088 Z 0 AZZ7C&C8 
Ce38D8F760A9E«85B4 6Z8Z20?027E8F0181>«FH 
68AZ884CB327A2184CB327A8B82 0C3 ,^224 

OH 1428 DATA 2.7A8824CC327A82C28C327A82E4G 
C327284E3 3a&ZF8285CFZ85833Z8Z13BZ86AZE 
A986 2aFF£CA9848D9228aD9428289A , 4169 

ES 1438 DATA 21 2B2EZ6 A5B AC91E1888 AZ8ZZB6P 
334C2728ti281286D33A6BABD5CZ8iee6Z88F2& 
4C482D2960FB1E2 7Z8F8I4 A0B7B9D&, 4022 

ML 1448 DATA 2 499405B99485B99585B99585B88 
18EE2843264C35 2 928B3Z54D35Z98B2 4864CZ6 
288443C8 Z5BEC3B ABD84858FB6B987 , 3787 

HF 1458 DATA 09O789B.BBBZC858BBB88858780B8 
88888580808 8 A445888584S4838B8B8B89A5B A 
8AAABDA32 8 0 D A 1 2 BEB B DA3Z88DAZZ8,48Bl 

ZO 1468 DATA 4C8B883PZ93D293D293D293D293D 
293E2930 297326 ID29AE2A732A3D293D294229 
Z9ZC53ZB3PZ97DZ9G8ZB3D293D2930 , 2751 

BU 1478 DATA 29342 A962B3D293DZ9432 AF1Z94? 
2a9Hz£3D2?4F2AED2CF129ED2C3D2 9642A6A2A 
5B2AD82CSD29ED2C3D2946294A293D, 3859 

AD 1480 & AT A 29E9ZB3DZ93DZ93DZ9 ADO A0229 If 
38E9BC9DF61,B69B28AA8ADeAB229eF38E9a5 9 9 
F 6 18698 10 A A A4CA227 AC 3329 AC 3429,43*9 

RH 1470 DATA 4C A2Z700B8284O2D A93F8D2F82fia 
A?03D88AA9eZDeQ6A9O4DQ0 3A7Ol«^CF2 8B32 8 
A9OBfl&99B05399EB53C8D8F7Aaa7B9 J 4893 

05 150(1 DATA ce24998aSB99flaSB89D6249990SB 
99985BB9E?2999B05B99GaSB9 9CBS&99CaS8B9 

DE24 99A85B99A85688181>3ft97Z85B4 * 6618 

FR 1610 DATA A206 A0eD289827C8Caca23D&F 7ES 
EB8eD0F8A97085B4AZ8CAa8E2B9B27CacarO22 
D0F7E8EOlZD0F8A97485B4Aei7A2aE , 66 71 

HI 1520 DATA 2B90Z7E8E8l2D8FaA9'?6B5»4A2fiF 
A81828ft227A8lE2eA227A97A85CflA6CFBD6D5 2 
F0B3Z8Z3314C35Z9FFF FEeeBEBEBFF ,6165 

GJ 1538 DATA FFA91C20FF2CA5BBC9B SF 88 5 A 2 B 3 
2a6D33ABlFB9EE24?9605BBBl&F 7A9E C85B4 A9 
19 35BDZ809Z9G6BPA58DDOF 7A2ea2fl ,, 60 30 

VU 1546 DATA 2 A2 AA 2 1 B ZBZA2 A4C3529 AB8228 A2 
2 7A0 2C4CAZZ7Z8D2 272ODC272OIE6272OA9264C 
F1Z9Z8DZZ74C642AZBD2274C5E2A20, 3926 

FH 1550 DATA DC272898264CF1 2 92QD2 2 728D72 7 
28E6Z74CF129Z80€Z74ef JL2928D727288B264C 
FlZ9A916Z8FF2C204 3Z6ft?e*8D07B2, 4921 

JU 1568 DATA A900A03F 99&85B881 8F A A81FB98E 
2 599685B8818F7A91E85BDA7ECB504£ BD929A9 
FB85B4288929C6BDD0EE4CI6Z9Z8B3> 5639 

GH IS 70 DATA 26 A88FB9CE2499885BB94 A25999 B 
5B881BFlA98BAa 99805 3 998854 CBD8F7A89BA9 
ECaS«4992F56A9ES99CF55S8DOFlAi2 ,6455 

£>H IbHO DAI A B8AB 1 8 2 9 A 2 2 ,> C 8 2 0 A 2 2 7 A2 0 A AO 1 9 
7f) AZZ706CBlh I>aF8fl2aCC62OA22788C0i&DeF8 
A9F2B5B4A20DA8162a4B2BCACaC81C, 5596 

DD 1B98 DATA D 8 F 7 C 8 E 6B4 E 8 2 84 B 2 BC 8CB23D8F7 
A97eB5B4AeiCA20E20 482a£BEB13D8F8A97A65 
CB&9B6B5B9A01AA9FE85B4A2H2B4B, 6B*9 

GL 1680 DATA ZBE6B4 A2 13 ZB4B2B4C35Z 928FD25 



A5B491CB602O6 3 26A97485B9A0iFB9762B998B 
5888 10F7A97085B4AZ 02 AOl 628 A227, 539a 
TI 1610 DATA Z85B334C35Z9B515i&D535D515fl5 
O848484848400000050505"05BlB3e3aF4O5B5B 
54555430FB28B325AD75S2DB1FA81F, 387 9 
ZC 16Z8 DATA 699 AZ599885B8810F ? A9 78S5B4 AZ 
eAA8lEZBA227E&EBE0i2DBF72B58334C3529ZO 
B3Z6ABlFB95A2S?988508SiaF7A97e P S64Z 
QM 1638 DATA 85B4 AZ8E A8Z820AZ27 A 973B5B4C8 
E8284B2BE820482B4C352920B326A81FB?BA25 
99S85BS818F7A9F885B4A2BOaBO02e f 5J48 
Jfc 1540 B6)T* 6227C3C8X83BDBF7E8EB89D0F8AZ 
86Aaia20A£2 7A208 A D 7 & E 2 F O 02 A9FQ85B4 70 A7 
2769£2e5C84C352?20B32628782CAO J 6040 
EY 1*50 DATA 1FB97AZ599B8SB8S10F7A281A92A 
BD6EZCA9388D6F2CAC6E2C28782C20 45ZDC&CC 
6F ZCD8F4E8GE6EZGEE6FZCAD6FZCC9 P SS2S 

ZK 1668 DATA 4BD8E3 AD7252F0B3 20E B 3 14C3529 
0808AD8AD229031B69FOSS6468A9S3a5CCA000 
B4GBBlCBC3ECD0e4A90a91C8CBD6F3, 6184 

GJ 1578 DATA £6CCA5CeC 9S6DBEB60 2 0B3Z6A88F 
B9CE24578OSea810F7A:9F145B4A21BAei42B4B 
ZBC8G0lGD0F8EaEflt4DBFiC6B4CA^8, 78Z3 

OH 1688 DATA 1 42 B4 5 Z BAB 1SZ84B2BEB1BDBF1AD 
745ZF883Z0EB3i4C3529A887A9S599F65B88ie 
FAZ83C28A9FF0D4*S34C35;29AD8AD2 JI 5B1B 

TG 1698 DATA 2983AAB&F82CB5BA4CF129221C 21 
2ZB5B38 5B985CB68A8l9B9262D99flC52A91799 
AA52A9BC99C852 6B10EPA91 A8DB352 , 55 9B 

ZZ 1788 DATA A98E8DD15Z60BQQ IBSBB02B7B3B4 
898ADD11131419Z71FZ8Z9ZBZE3B31321D88AZ 
0186C9BDSG52G56AD010 8 ABABA85B4 , 3260 

Zl 1718 DATA BDAAS2A8BDC852AA2BAZZ7E6C9A6 
C9E81ADBE16O0e6E6F746B696E6781737861»4 
658273656564 7 30362656 I 64 738462, 5495 

KU 1728 DATA 5F6174B56A61&D866 A6172&5? 761 
74657288626F74746C65B763726F77626172aB 
&a6 9 7465«96B65796A626F6E658B70 ,4248 

KJ 1738 DATA 69 706 50C77656564886B696C6C6E 
7 2fi&fil7S65eE63726174658F77686973eB7918 
63686169721164796E616D69746512, 4381 

F* 1741 DATA 6B6E696665136C617373 6F 1 4 626F 
77BB518E64886172726F771567756E166CBF67 
17776174657ZB8646976696E557JiB, 4342 

UG 175B DflTrt 78696E196B65791A285E2EftZDBBD 
51ZE9D86SZE8£80DDaFSA4BBaC5£ZCCB6C6FZG 
&B88B9642DGD6EZCF884Cai>aF66aC8, S786 

PF 1768 DATA E6B964ZDCD6FZCFQ0 7 J &8662E829 
D8EF6BZF6Z6A656374eae86b6C64e01DA88898 
998852C8C838D0F860A2008A?BBB5Gn 5319 
1778 DATA 9D885DE8D0F760 A 6 B 1 ftB#6 &4 4 D 9 8 
9 D F 8 5 B 9D F 8 5 G EBC B C 0 Z 4 D OF 4 AZ88A4B1BDD A 2 £ 
99BB5CBDED259988SD&8E8E 818DBEE , 7821 

CF 1788 DATA ADD9ZE D82 AEED92E ADD82E4 90 18 D 
D82EB8A20 2ADDa7FFflBPBDF 72b99ee5C88GA18 
F64CGF2EBDEA2599e85CaaCA10F6A5, 6188 

YH 1798 DATA BBBB88D8BD81D8688888A985BB1C 
0ZAD1G8ZD8FB68A9888DD9ZEAD7 3B22981D883 
231 32FAC7 B82 2 962D003201B2F AD78 , 4 241 

EQ 1888 DATA 822 984D883 20 28 2F A8788ZZ988D0 
e32B33 2F68A6B138E98a4C282FA5B1186 98BBD 
442FASB88D432F4C452FASBa38E 984, 4112 

JP 1818 DATA 4C382FA5B81869848D432FA5B1BD 
442F4C452F0000 A84 3 2FC 9 28FB21G9D4F02C AB 
442FC918F834C9E8F847A5CFF88AAD , 55Z4 

EE 1828 DATA 442FG990D0834C BBZF4CC A2FBBC6 
BA28F827A9D885B88D432F4C77ZEE6BAZ0F8Z7 
A92C85B88D432F4G772EA5BA3BE985 j 5621 

HJ 1838 DATA 85B AZBF8Z7 A9D8©5BlBD442F2B6fl 
2E4C772EA5BA1869O585BAZ8F8Z7A5GFF08DAi9 
7C65B88D432FA9A885B1D0 6ZA91BB5, 5786 

(IH 1B4B DATA B18044 2F 28 6A2E4C772EAD 432 F 3B 
E9284A4A8D3429AD442F 3BE9164A4A4A8D3329 
ft€33Z92af D25AC3429B1GB85B5C8B1, 4828 

DO 1858 DATA GB85B69B1B692F A8B1CB85B7GBB1 
CBe5B8A200B5B53 61CC9681816EBE8@4D8F3AD 
43ZF85B08DOBOOB&81DBAD4t2FSSBl , 6356 

KU 1850 DATA 4C77ZEA98Z85C5 6Q A98885BBAZ8B 
90 7852CA18FAB5CA2 86AZEA91885BA2BFB2 728 
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i.87Ffl98085B0A9Bfla5Bi2e772:I DDI* - 53 ?2 

HZ 1878 DATA PO6OAD8482FO834CDA30 A0EO3ODO 
7AA9mSDEQ3020E33 8A2ttO85B53B&CC9G8ie68 
E 8 E 0 0 4 DBF 3A200B5D5C90410 OD E BE 9, 

UB I860 DATA O 4 O U I- bfl'ffidaD / V>' 4 t , A ( . :S tt 4 A 4 A 8 1> 
7B5 2AA8D AA528D342 9BDCa5 28D332 9A9009D3C 
5220FD382B4O2DA90.Sa5BFA5eBFO21, 5448 

RU 1890 DATA A AABE 1309B A AS 2 £t>3<i J 9A0E 2309 & 
ca5 2 3D332?A5B09D3C5ZA5&B0A8A85B42B2A29 
AD7aS2B5BB2018£EGBA9000Dt;*3fMiB, &479 

GE 1900 RATA Q080-00A5B18D442FA5BB8D432F20 
CA2FAP34298DE130AD33 2 90DE2 30&BAE3329AC 
X429A98885B44CA2Z7A2 8eaEZ231B5 j 4785 

GV 1910 DATA B5297F186990B006EaE004D8F2&O 
EE22316BBBA2BEA017 20 0 33IA21O2BB3314C4E 
33A5CFF83DAACAA5BBBD8F31&&13A5, 5387 

FA 1928 DATA 8SC?74DOeD9D6E52EB03F0072023 
312BDB3S6B283138284B38A9O0OO71522O583G 
A215BD5C379&O65ZGA10F74C3E360D, 4474 

WK £930 DATA 091907 A5&C1C 9BAF 02 DC90FF 057C9 
OSFG±CC9iOF0'lBC913FBlAC90BF0lflC<M I-F044 
G92aF005C9 IflFC 76604 C2D3Z4C6B32 , 5453 

Z A 1940 DAT A 4C7D324CB832A5BBC91OF00DC90E 
DB£3A5BS£9FFDtflI>4CBF3iA5B5t3FED014A9eO 
BD/05 770E33 8CEE238CEE23020AC30 . 6/TiB 

MM 49S0 DATA Z0CA 2FfcOA5BBC9liD0F92BOA31AD 
7-/A1 FaF120EB312BlBZF4G3l36A0i4A20A20O3 
3 1 E8E814D0F8C8C01IJ&OF 1A5B AC90F j 5638 

EP I960 DATA FO0&3 C 74524CBB328C725ZZ04 02D 
fiO A 5 B BG9B3D0F92 BO A 3 1 ADZ 2 3 1 F OF 1AZBAA01E 
7BBS3AE8EOIiD0F3BE75 526O2OOA31 , 5030 

AZ 1970 DATA AD2231Dd0 720SE2EZe£O2£6O2O&£ 
2EAOlFB , ?4B;?7?9O552BBlBF76B26616465640e 
££6F7465e0776869636BBB7Z65&l&4 , 4067 

PS 1980 DATA 73003500 BB2G3ZB823212C A5BBC9 
i7D0BBABlFB92A2599Bfl5BO01BF76BAE8E52E8 
10D033A202AGl«2 0®3 312OE330A20e, 4281 

NfJ 1990 DATA 8 E 8 E 5 2 A 9&485B52 0 & 9 30 AO IF B 9 2 6 
590A992Q5BaaL«FGAECA52AGAC52288331CAA9 
7885B42QA22 76OA5B8C981DQ1CA5B0, 5539 

JL 2008 DATA C 9 8 € & 0 1 G A 5B1C998D0102B5E2EA0 
1CB9DB329 90A528316F7&4CA6O37656C6C00G4 
GFGE6S01tie34&B6500676F6G64O069 , bUUb 

OK 2010 DATA 73BB7 96F7S7273B1 A5B AC9BFF0DC 
AS13D0D84»0 72 52E613A9OA65G36B20S8£.i2U^i 
3BA9BC8D02D0A91E8AC282A9ABSD01, 5533 

MA ZOZB DATA 0 2 fl 2907 A A6D00D7RD4 6 3 SftD 

A65FA21BBD025E9!>OO5EFBDBF7AI>t20249lE8D 
C2024CF2 3B81B2B4B8B81B2B48A203, 4777 

ZU 2838 DATA A 90O95B5C A10FB6B A9888D7B528D 
7A52A9OOAA9DO0SE9D005FEBO0F76QADOAO22 9 
03FO278E7B52BDBO5 2DB1FEOOOFO1B, 5741 

LH 2040 DATA B D9C338DC2828DC382 AD8 AD2295F 
8D7C52EOO3D0 0 3 4CF4344CDE34GOOOO22SBS8e 
8BAE78 5 2F0F 4BD8852D8EF AD 7CS2D8 , 5 72S 

YQ 2050 DATA EA2B7634 AD7B52C983F88B A5BED0 
04A9Oj£.65BE4COO3420G033AEA133AD7D52dai8 
G9B885B2B9EB339DB85EE8C8C4B2DB, 5772 

TE ZO60 DATA F 4ADA033aO02D060O040AOaasC3D 
42eoe«OODD6«503D14B0000205113ABC420000 
Bl$iiU3ABG2g00206033AEA133AD7E,3724 

GM 2070 DATA 52A818G91085B2B93G349D005EB9 
4634?OaO5FE8C8C4B2D0EEADA03 38D02D01069 
B8eP03D06OOOBlB3i2i93D3F7F7D?D,4?27 

LG 2088 DATA GC644444BE 1580C0EO A4CCDEFEFF 
DFDF9B931111385488818B1A191D1F1F1D1D1C 
1814O4BE15S8C0E8ACCCDCFCFCDCDC, 535 9 

PT 2090 DATA 9CBC14183854 A5B138ED A133F817 
900GODAi3 31669060DA1334q9E34flDA liJ JBt 9 
058DA133ASeO3a£904EDA033F02590, 5422 

GK 21.00 DATA 1ZEEA833EEA033EEA033AD7D52Z9 
08BP7D5260CEAQ3 3C£A033GEA033AD?D52B910 
8D7D5Z6OAB7E5249208D7E52aD7D52 ,555 3 

un 2i±a data 4^fjfi8[i/&syAP7CS2F003dE7C52GO 
20EB340D A83328EB348DA1336OAD0ADZZ9401O 
69CC60AD0AD2297 , F0?4B8PA033AD0A , 5190 

EF 2120 DATA D2 297F69408D A13360 A58 AC 91 OS 0 
2DASBBC?03F0 3 7AP7552DB32AD7A52D#£EftS»4 
G9S0D0Z7ZO5833A9148D7A528DC20Z>^072 



Z 1 ^ 0 DATA A9OC0DC3O2AB03B96735Pft2ft&G3E 
8810F6A9948DA8338D0ZD08D0 3D&&BAPAB3330 
E902 4C4335A9039D005FE8E89D005F ,5241 

IN 2140 DATA C A A9FE 9OO05E606F 7F3F 9F ADOCD0 
0D0DD0290CF016ADC2O2C902F01OC9ZSFB1FC9 
B8F02EC914DS034e4 4 36 6 0A5SBC9OA, 5754 

HL 2150 DATA D033EE8 15 22OE0 3B2058 3 3 D&lEDO 
G8A5BBC915D04DEEa2S22 0E0 38 2 05 3 33 8DlED0 
G0A5BBC9OSD0S9EEB3&2 2OE83B2O58, 5G71 

FJ 2160 DATA 33S&IE&&&O264B3B;20b8i6Azi8BD 
D9359DO6S2CA1OF74C3E3 62 775GG7O01O83468 
G97300 76 7S6C7 4 75726500626 97465 ,4374 

BH £170 DATA 730 1.204 (S 3 6205836 A20ABD063& 9D 
O6b"2CA10F?4t;3E?6286S6E00 70656 366&S6401 
204830205836 A 2 1ASD253G9D0GG2C A, 38 9B 

Gil 2180 DATA 10F74C3E362D656574OO33636F72 
70696F00BDBB2 8&5B87374696E67 7 3012O7E27 
4C283O204B382B583GA207BD8B3 79DJ 3747 

BP 2190 DATA 0 6 5 2C A10F74G3E36 A90B 3D 7 852 2B 
E33828AC3020GA2E8D1ED8285E2 EG OA5BAC910 
D02 3flSBlC99SDOF3AGBBA9B89D8C52, 5505 

OA 2208 DATA S5BB204B38205836 A20 78D 3 2 3 79D 
0652CA10F74C3E3&C9OBF884G98BD829200A31 
AD2 231F05BAD432F65BBAD442FS5B1 , 4O08 

EL 2210 DATA 2O772E204B 3 8 2 05836 A2 19 8 D 3 A3 7 
9DO65 2CA1OF74C3E3GG913D81C208A31AD2231 
FOZE204B3B205836 A2B7BD54 379DS 6 , 4011 

GT 222B DATA 52C A10F 74C3E3GC 92 F D017CDBE5 2 
OE312aE>ALb2C]S|0DBBBADCAb?C^UBt>OO4»D7B52 
60ASC8Q9 1GP006A560C9Q&D 8860900 > 5309 

I J 2230 DATA 8D7F5260EE 7FS2 AD 7F 52 C969D0E3 
284B3828583GA2iaBD72 379BQ€52CA10F74C3E 
3624726F776E6564812Z6F6 76 76^64, 5043 

ZQ 2240 DATA O O 6 4 6 F 77 6 E 01688838657 26 D 6 .1 &£ 
656E746G7 9012C796E63686S64B1227572676C 
617273OO77696C6C0D6265O073686F , 402ft 

T-G 2250 DATA 74012465607964 7*61746564086 9 
6E0074606509646573657Z740l3S6D00646b61 
6401 A5BEF018C6BE ABBE BDS8 37B&02 , 4 778 

PN 2260 DATA &37BDB&D2E008D004 A936B5 

6E6000tOBBZBH0300O24A044**64ASBFFOiOC6 
BFABBFBD® l.S7BD04OZHDD437BB«bBZ 

Dl 2270 DATA 60003C3C00 AftAB A5C4F013C6C4 AS 
O44A4AAABDEF370D0ftD2DDF2376D01D26Of>aiF 
08002848A5C5F00FA914ai>OBD2CGCS f 5716 

HT 2280 DATA A5C51669 5F 8D01D260A5C6FS13C6 
C6A94030E5C60DO2D2A5C64A18G9AOaDO3D26a 
A9 00 A A7D00D Z95BC 9 6 G 0E6EO0BD0F4 a 6S^/ 

06 2290 DATA 602021 3AA9JLFBDD0D2 A23C8 A4 A4 A 
8PIHBZ2BFZ38UAlBF4zB^l3B60202l3&ft66iA9 
00BP9D30AD9D30lO69ADB&9E38AD9e 1 4a44 

PU Z3BO DATA 388D80D2 A9 A88D01D2 A&9&3 68D02 
D2A9A6ODO3&ZZB?F30CE9E3aCE?E3flAD9E»f0D 
9D3ODBDCA9009D005G9DOOSDE8AO9O,GO74 

AI 2310 DATA JB1O690S8D9&38D0BC20 2 1 36b Bid 0 
88A9B38DB538A9FF0DB430CEB430DOFDCEB530 
D0F1&000002B9337Z0D73 72BB9 J520 d 5Bb2 

GD 2320 DATA C83828C83820C8 3S20F23 8200935 
20BC3 720F A3828F53728893360 A?OCB^U4 6020 
Zli8A92085C6A90085B5a5B6 85B785 , 4 908 

IT 2330 DATA BS6B A9B18D 1C0Z4CPFZE A6G3F0 17 
8E06D2AD0AD229a76 9078D87D2E8E82EDO#5A2 
008E07D28GC3G02OAB2OA9FFBD1C82 r 5358 

IM 2340 DATA ft&tC*2fr*FB20062D202830A 9 2 1 fl& 
GF0220 772EA90S8D1CO22B&B3528GD3G20EB2E 
A5CAD02420523A2Q323120A23320A2 . 3908 

IV Z350 DATA 33Z0F«£220C5342BB63SAD1FB0J:9 
06F0B7ADiGi2&OFB4C3339200G33202t33A&lF 
D0C90GF0A24C6C39OOO00000000000 , 4293 . 



IB 10 ACH 



OX ZU QCtK 4*## tl D : INOTrtN . DBJ" 

OC 30 POKE 850,7: POKE 852 j 0 ■ P'A^E 853, 32 : P 

OK F 8Rh,?^:POKt 657,255 
5B 4B K = 05RCADHC"KbhC?t-U©"> ,1GJ 
BQ 58 CL85E ttl \ K^U5R tB232j 
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(AND NOT SO GOLDEN) 




continued 



POLE POSITION ★ ★ ★ 

arc Atari 1964 (r) mid 

Creditable conversion of the very popular car racing arcade game. 
Your battle is against the clock as you iry to qualify for the main 
race. High quality scrolling and realistic sound effects abound. In the 
heady days of 1984 people (me included) had to fork out £30 for the 
1SK cartridge version. It is now available for a much more sensible 
price. 

POPEYE ★ ★ 

plat Parker Brothers 1983 (r) scarce 

Average platform game in which you must help Popeye collect 
Olive's hankies whilst avoiding big, mean Bluto. Spinach makes an 
obligatory appearance of course. Graphics are on a functional level 
but the music is worth a mention. 



THE KEY 



Star Ratings:- 
★ 



★ 



★ it 

★ ★ 

* * if 

* * * 



poor 

poor/mediocre 
mediocre 
mediocre-good 
good 

good/excellent 
excellent 



J game is available on tape 
) game is available an disk 
■) gam« Is available on ROM 

cartridge 
bud budget priced game 

(C1 .99-E2.9S) 
mid mid-priced game 

fE3.fflKS.99] 
full full priced game (£9.00+) 
I m p game Is (or was) only 

available on import from 
America 

scarce no price range available, 
because game is very dif- 
ficult to get hold of 

The price and format (tape, disk etc.} ranges quoted are intended as guidelines 
only Games which were ouginaily available on tape and disk dan now be found 
on cartridge and vice-versa. This can al$c alter the prtce ct the game in question. 



arc 
plal 

Him 

strat 
adv 
gr adv 

frp 

arcadv 



arcade game 
platform game 
simulation 
strategy game 
text adventure 
text adventure with 
pictures 

fantasy rale playing 
game 

arcade game with 
puzzle solving/map- 
ping etc, 



POWERDOWN * * * # 

arc Mastertronie 1987 (t) bud 

This game is hard lo classify. You have to shoot and dodge things, 
manipulate items and work out problems. Once you reach the top ol 
the vertically scrolling screen, and have avoided all the hazards and 
nasties alongi the way, you will meet the being who has directed all 
the flak at you. It turns out to be a giant cat! How you eventually 
dispose of him is one of the best puzzles ever devised on computer. 
Truly a gem of a budget game. 

PREPPIE * ★ ★ 

arc Adv. Int. Americana 1932/1987 (t) bud 

'Preppie' is a derivative of 'Frogger only this time you're a young kid 
out to retrieve golt balls. It's simply a matter of guiding Preppie to the 
top of the screen, avoiding the mowers and other hazards, and then 
returning back the way way you came. Brilliant four-channel music 
and colourful graphics make this an entertaining family game. 

QUEST OF THE SPACE BEAGLE 

arc Avalon Hill 1984 (d) imp/scarce 

This is the sequel to 'Jupiter Mission 1999' and it's basically more of 
the same. The different sequences range from a 3-D 'Star Raiders'- 
style shoot out to an isometric 3-D maze game. A rarely-seen 
programming technique is used called rapid page flipping (between 
different screens and graphic modes), The side effect is flickering, 
which may cause you to become bog-eyed after a while. 

RACING DESTRUCTION SET * * 

arc Electronic Arts/ Ario las oft 1986 (d) mid 

This attempt at slot car racing on computer tries very hard but 
ultimately fails. There are options galore including different vehicles, 
tracks, weaponry and scenery. There is also a track construction 
option. The game is weak in the graphics department because 
memory is used for the wealth of game options. 



RAID OVER MOSCOW 

arc Access/U.S. Gold 



* ★ * 
1986 (t,d) mid 

Forget about about the dubious subject matter and enjoy this quite 
gooo arcade game. Tnc-rc a r c Tmny different stages, among In em a 
Zaxxon type assault on enemy bases, a bazooka attack on ihe 
Kremlin and a boomerang fight with security robots. Graphics and 
sound are okay but could have been better. 

RAILS WEST 

strat S.S.I./U.S. Gold 1983/1987 (d) full 

Quito complnx strategy game about the building of the mid-west ' 
American railroad in the mid 19th Century. Most wheeling and 
dealing operations are input from screens tilled with statistical infor- 
mation. The only graphic screen is a nicely drawn and continually 
updated map of the railroad system. Good fare for those people 
who like games wiLh substance. 

RAINBOW WALKER ★ ★ ★ 

arc Synapse 1983 (t,d) imp/scarce 

An altogether colourful r playable and extremely enjoyable game from 
underrated Synapse. This is a 'Q-Berf variant, but with better 
graphics and gameplay. You have to colour in each of the squares 
on your rainbow and avoid nasties of various sorts (who also want to 
make your rainbow grey), 



compiled by 
Kirk Ruebottom 
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RALLY SPEEDWAY ★ ★ ★ v> 

arc Adventure Int. 1983 (r) mid 

This is a car racing game for one or two players (best with two) 
containing variable parameters such as maximum speeds, road 
conditions, acceleration speeds, and even an opiion 10 construct 
your own courses. Your view of the game is from above and the 
screen scrolls smoothly in all four directions. Easily one of the best 
two player games ever. 

RED MAX ★ ★ ★ 

arc Code masters 1986 (t) bud 

Nice graphics and music lift this game out of the 'ordinary' category. 
A tour- way scrolling view of a planet surface and a r;h;iracter on a 
bike provide you with the main game screen. It's up to you to travel 
about and defuse all the mines planted by the renegades. Colliding 
with any structure results in the loss of a life. 

RED MOON ★ ★ ★ 

gradv Level 9 1985 (t) scarce 

A fantasy adventure with reams ot text and hundreds of illustrated 
locations, all crammed into 32K. Sounds to good to be true? Well, 
the graphics are not spectacular (although I have seen worse in 
many disk-based graphic adventures} and sometimes it's hard to gel 
your commands understood. 'Red Moon' was state of the art in '35 
and still remains a good adventure. 



RESCUE ON FRACTALUS 

arc Lucasfilm/Activision 1985 

Probably the only Atari game about M 
which there is nothing more to be 
said. In any discussion of the best 
Atari games you must include this. 
Essential for any collection. 



(t,d,r) mid 



RIVER RESCUE * ★ 

arc Creative Sparks 1986 (t) bud 

You have to guide your boat around rocks and crocodiles and pick 
up scientists in an attempt to deliver them further downstream, Your 
view of the game is from above, and the screen scrolls horizontally 
at a furious rate. Strong an payability but whether it holds any 
long-term interest is doubtful. 

ROBIN HOOD ★ 

arc English Software 1983 (t) scarce 

In this two way horizontal scroller you're Robin Hood (a poorly 
defined one colour sprite) who has to shoot the Shenff's men {other 
poorly defined one colour sprites) and grab the gold which appears 
now and then. The background scenery and scrolling is well done, 
but the designers forgot about gameplay which is virtually non- 
existent. 

ROSEN'S BRIGADE ★ ft 

arc Datasoft 1933 (t,d) mid 

A rather basic shoot 'em up with primitive graphics. Your little plane 
can somersault, dive and climb within the scrolling battlefield, and in 
your way stand helicopters, planes and aircraft carriers. Average in 
■B3, daied in 9i. 



S.A.M. ★ ★ ★ ^ 

(SOFTWARE AUTOMATIC MOUTH) 

ut Don't Ask Software 1982 (d) full 

A speech synlhesiser on a disk with speech quality surpassing that 
of many hardware add-on devices. Tone, pitch, speed and duration 
ot S.A.M. can be altered and he will repeat back to you any words 
you type in. You can also use S.A.M. in your own programmes. An 
endearing piece of software, a year or l wo ahead of its time. 

SANDS OF EGYPT ★ ★ ★ 

gradv Datasoft 1982 (d) scarce 

An early disk based graphic adventure with a limited vocabulary and 1 
a small number of locations, but highly "enjoyable nonetheless. The 
pictures are attractive and the puzzles are well thought out. Especial- 
ly recommended for first-time adventurers. 



SAVAGE POND 

arc/strat Starcade 1983 

Highly original game which could also serve as 
a lesson in Biology. You have to guide a 
tadpole through his various evolutionary 
stages. Dragonflies, spiders and radioactive 
waste are some of the hazards you will en- 
counter, so you have to be nifty on the joystick. 
Unique subject matter and nice graphics are 
plus factors for 'Savage Pond'. 



★ ★ i!r 
(t) scarce 




SCOOTER ★ ★ ft 

plat Americana 1986 (t) bud 

This budget platform game is set throughout eight scrolling levels 
and features your character collecting things and avoiding nasties 
(yes, very original , I know). An element of 'Pacman' is also thrown in 
because you can destroy the baddies if you collect certain ilems. 
Worth checking out if you like platform games, 

SCRAM ★ * 

sim Atari 1982 (t) scarce 

Fancy yourself in control of a nuclear power sta- 
tion? 'Scram' features a graphical display of the 
power station's main, features, and by using a joys- 
tick you can start pumps, open and close valves, 
do repairs etc. It can get quite complex. The big- 
gest surprise about this one is that it was written in 
Basic! 



SCREAMING WINGS ★ * * 

arc Red Rat 1986 (t,d) mid 

This is essentially a conversion of ihe arcade hit, *1942\ You control 
an aircraft over vertically scrolling screens, blasting everything that 
moves. Il could be argued that a lot of shoot 'em ups are very 
refined 'Space Invaders'! This one's no exception, although it is 
probably more fast and furious than most. Good sound effects 
enhance the game's atmosphere to a large degree. 

SCROLLS OF ABADON ★ * # 

plat Fan da Software 1984 (t,d) imp/scarce 

A four-way scrolling angled 3-D 'Pacman' derivative would be one 
way of describing this litlle-s&en piece of software. Well programmed 
and presented, with gameplay a little on the tough side. It's a shame 
that this was never officially released n Britain. 
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SEA BANDIT * & 

arc Datasoft 1962 (t,d) mid 

One Of a selection of particularly uninspiring early Datasoft titles 
which somehow gol re -released over here in 1986, The 'hunting (or 
lost gold' scenario cannot disguise the fact that this is a thinly 
disguised 'Breakout' clone. Datasoft later went on to better things. 

SEA FOX * * & 

arc Broderbund 1982 (t) scarce 

'Sea Fox' is a shoot 'em up set underwater, You have a side on view 
of your submarine and the enemy infested ocean. You must elimin- 
ate a certain number of the enemy to progress to the next level. 
Nothing new here, but it is carried out with a certain degree of 
professionalism. 



SEARCH, THE 



* ★ <fr 



arc/adv C.S. Software/Red Rat 1983/1 987 (i,d) mid 

Although written in Basic, this is a thoroughly playable multi-screen 
fantasy arcade adventure. A redefined character set is used lo depict 
trees, marshes, buildings etc. as you guide your character across 
each screen. It resurfaced not so long ago as part of a Red Rat 
compilation. 

SEVEN CITIES OF GOLD * ★ ★ # 

Strat Electronic Arts/Ariolasoft 1984 (d) full 

A huge game set in the 16th Century in which you take on the role of 
a Spanish explorer/conquistador/missionary. Trading plays an impor- 
tant part as does exploralion of the 2700 scrolling screens. The 
gameplay screen consists of a small window in the centre surroun- 
ded by text information concerning your army, food and amount of 
gold traded with the natives. This is an enthralling piece of software, 
with far too many features and subtleties to mention here, Don't rniss 
this one by any means. 

SHADOW WORLD * * <r 

arc Synapse 1982 (t) imp/scarce 

A 'Defender' style game for one or two players. The two player 
version is unusual in that it features a split screen view of the 
proceedings, In addition to this 'Shadow World" contains smooth 
scrolling and fast action. 

SHAMUS ★ ★ 

arc Americana 1986 (t) bud 

In a nutshell, this game has you wandering around hundreds ot 
rooms, blasting everything you meet and collecting keys to open up 
new rooms. 'Shamus' was almost an early 'Gauntlet' except there 
are no scrolling screens or two player option. Colourful but ultimately 
boring, Shoot 'em up fans may like it. 

SIDEWINDER ★ ft 

arc Future ware 1986 (t,d) mid 

We are promised something special from 'Sidewinder' when we see 
the ace loading and title screens, but the game ultimately fails to 
deliver, In this "Scramble" done you travel from left to right across a 
scrolling cavern backdrop of traps and barriers. Gameplay is far too 
tough. It can even be difficult just getting airborne! As a ho-hum 
bonus there is a cavern construction set so you can create your own 
screens. 



SILENT SERVICE 

sim Micro prose 1985 (t,d) full 

The ultimate submarine simulation for your machine, striking the 
right balance between technical detail and payability. Game screens 
include map displays (zoomable), conning tower, bridge, binocular 
view, periscope, damage reports, Quartermaster's Log etc, Graphics 
are great and sound is atmospheric. 'Silent Service' oozes class in 
just about every department, 

SIX GUN SHOOTOUT * ★ 

strat S.S.I. 1983 (d) scarce 

This is a tactical simulation of classic gunfights of the Wild West. It 
plays like a wargame, so cannot be recommended to those who like 
action games. "Shootout is one of the lesser S.S.I, efforts, The 
details and intricacies are here, but the graphics are even worse 
than usual. Does this type of scenario translate well to a computer 
wargame format anyhow ? 

SLAVE, THE * 

ut (Mail Order Only) 1936 (d) scarce 

This is an ineptly designed program, purporting to be an adventure 
writing system. The Slave' features one of the most badly written 
manuals ever, indeed you may find it impossible to get an adventure 
to work that was designed with this system. Why haven't we seen 
any adventures on the market that were designed using this? 

SNOKIE * ★ 

arc Fun soft/ U.S. Gold 1984 (t) scarce 

'Snokie' is simply a jumping game set across a horizontally scrolling 
landscape. Your jumps will require perfect timing and manoeuvring 
for you to progress to the next level. Some nice graphical touches 
include a winking skull which appears whenever you lose a life. 

SNOOKER *★* 
sim Thorn E.M.I, 1984 (t) scarce 

One of the earliest attempts at computer snooker. You are limited to 
aiming and shooting with variable power in this one (no screw, stun, 
topspin or side). The graphics are good (at least the table is green, 
unlike other computer snooker games). However, the definitive 
snooker game has yet to appear. 

SNOWBALL ★ ★ £ 

adv Level 9 1985 (t) scarce 

A science fiction text adventure with over 7,000 locations! (Unfortun- 
ately a lot of them are identical). You are on a spaceship, woken 
from cryogenic suspension, and have the task of trying to save the 
lives of the other two million frozen colonists on board the ship. 

SOCCER ★ ★ ★ 

sim Thorn E.M.I. /Creative Sparks 1 982 1 986 (rt) bud 

An early attempt at putting soccer onto computer, and it turned out 
quite well. Graphics are okay and payability is strong. There are 
many variables you can set at the start, such as number of players, 
player versus computer or even two players versus computer. If you 
have an old Atari 800 and four joysticks then you can all play against 
the computer, or against each other in teams ot two! 

SOLO FLIGHT * * ★ & 

sim Microprose 1984 (t.d) scarce 

A brilliant flight simulator programme, one that wilf appeal to simula- 
tor buffs as well as the less serious games player. Your view of your 
single engine aircraft is unusual in that it is taken from slightly above 
and behind the aircraft. You still have all the dials and indicators on 
screen though. Graphics, sound and depth of the game are of a high 
quality. 
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SOLO FLIGHT 2 ★★★★ 
Sim Microprose 1986 (t,d) full 

This sequel is essentially the same as the original but with a few 
enhancements. You now have a re-designed cockpit controls dis- 
play, a map which records your flight paths, and an onboard instruc- 
tor who guides you in a dialogue box at the bottom of the screen. If 
you have 'Solo Flight 1 ' then this sequel is not really worth buying, 
but if you don't then I can wholeheartedly recommend it. 

SPACE EGGS * * 

arc Slrius Software 1981 (d) scarce 

This is a Galaxians' lype shoot L em up and nothing more. In 1981 i| 
was considered to be good, but in this day and age don't bother 

SPACE INVADERS * ★ 

arc Atari 1980 (r) scarce 

Yes, it's a no-frills conversion of the father of all shoot 'em ups. You 
may want to get this for curiosity value, but don't expect too much. 

SPACE SHUTTLE * * ft 

sim Activision/Firebfrd 1984/1987 (t) bud 

This looks and plays better than the earlier, awful Microdeal game of 
the same name. The satellite scenario remains the same, but in this 
version things are a little easier to get to grips with. The only 
drawback is some really lacklustre sound effects. 

SPACE SHUTTLE & 

sim Microdeal 1983 (t) scarce 

Graphically and sonically weak attempt at a space shuttle simulation. 
Five separate phases make up the game. You have to launch, dock 
with a satellite and bring it back to earth. This is a fine example of 
Microdeal's humble origins, before they entered the 16-bit world. 

SPACEHAWK ★ * 

arc Ty nesoft/M Icro va I ue 1987 (t) bud 

Reasonable shoot 'em up which formed part of Micro value's 'Four 
Great Games Vol.£' compilation. We've seen all this before in 
countless iridium' clones. Graphic detail needed a little brushing up 
. but the scrolling is some of the fastest you'll ever see. 

SPECIAL DELIVERY ★ * 

arc Creative Sparks 1996 (t) bud 

You play the part of Santa Claus and guide him on his sled through 
horizontally scrolling scenes, picking up presents and avoiding 
hazards. Once you've collected a certain amount you must try and 
negotiate your way down a chimney. Graphics are not up to much, 
but there is a nice musical jingle playing throughout. 

SPEEDSCRIPT * * * 

ut Compute! Books 1985 scarce 

Not a piece of software as such, but a book. You simply have to type 
in its contents and you will have a first class word processor! The 
typing of the listing may put a tot of people off, but it works out quite 
cheap when you consider the cost of 'ready to run" word processors. 

SPELLBOUND * * ★ 

arc/ad v Mastertronic 1986 (t) bud 

Classy budget game with tons of rooms to explore and puzzles to 
solve, You control a cute little sprite called Magic Knight who 
interacts with other characters and his surroundings by a process 
called "Windimation'. This involves opening windows with the joystick 
and selecting a relevant command from those which appear in the 
w ndow. 'Spellbound' is an archetypal arcade adventure, neatly 
designed and fun to play. 



SPIKY HAROLD * * ft 

arc/adv Firebird 1987 (t) bud 

Harold is a hedgehog and you must guide him through fifty seven 
locations and find all the food therein. The? nasties to avoid this time 
ou: lake the form of dragonflies and other insects. There is a high 
standard of animation and graphical detail, but the game is too 
difficult and short on substance to sustain any lasting interest. 



* ★ * ft 

(t,d) full 




SPINDIZZY 

arc/adv Electric Dreams 1987 

Proficiently programmed conversion of this 
'Marble Madness' type game. Controlling an 
inertia- ridden ball bearing up r ramps, cow 
slides, in lifts, across chasms etc. can be 
extremely frustrating as well as absorbing, 
There are hundreds of rooms to be ex- 
plored (each of which can be viewed from 
tour different angles). Graphics, sound and 
payability are of the highest standard. 



SPITFIRE 40 ★ 

sim Mirrorsoft 1987 (t,d) full 

There are plenty of worse combaff light simulators for the XL-'XE, but 
one gets the feeling that Mirrorsoft could have tried a little harder 
with this one. Screens include the obligatory 3-D 'out of the cockpit 
view, maps of Southern England and a control panel from which you 
can adjust speed, flaps, pitch and bank etc. The plane supposedly 
handles like the real thing (although i| does seem a little easy 
blasting Gerry from the sky). 

SPRONG ★ ★ ★ tV 

arc Bignose Software /Red Rat 1985/1 987{t t d) mid 

One way to describe 'Sprong' would be L a colourful fifty screen 
extravaganza'. Another way would be an extremely frustrating hop- 
ping game featuring a man on a whining pogostick'. One thing it 
most certainly has is very nice graphics. Fun to pfay as well. 

SPY HUNTER * * * 

arc U.S. Gold 1984 (t,d) mid 

This one puts you in a car armed (eventually) with four different 
weapons and gives you an overhead vertically scrolling view of your 
battles with the other vehicles on the road. Enemy cars can ram you 
or use their spiked wheels to burst your tyres. You may also find 
yourself in a speedboat at certain times. A well implemented conver- 
sion of the exciting arcade game. 

SPY STRIKES BACK, THE * ★ 

arc/adv Electric Dreams 1985 (t,d) scarce 

This is an arcade adventure with the emphasis on arcade. Lots of 
'rooms' to map (all looking pretty much the same) and items to find. 
You also need to be quick on the joystick because there are robots 
to dodge in each room. The best feature of the game is the 
continuous music with countless different tunes. 



the concluding part of 
this series .. don't miss it! 
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MAGS 



kmc* I Art 



It's a sad but Inevitable fact 
that support for 8- bit micros - 
particularly the Atari - has se- 
verely declined during the past 
twelve months. Indeed, the num- 
ber of commercial organisations 
investing in XL/XE development 
projects can be counted on the 
thumbs of one hand! The shock 
demise of two 8-bit mail order 
companies over a year ago left just 
one big' dealer and several Inde- 
pendent hobbyists committed to 
the Atari market. You'd be forgiven 
for treating the latter with more 
than a note ol caution - especial ly 
after the problems caused by cer- 
tain unscrupulous individuals - but in the end you ve just got 
to take a chance and hope you will be lucky. 
To rontradict the trend, last April saw the launch of a new 
8-bit disk magazine from a group of Atari enthusiasts called 
Excel. Since then the disks have appeared on a monthly basis. 
Prior to receiving review copies I hadn't paid much attention, 
mainly because I'd rather browse through a printed document 
than stare at a flickering monitor screen, I can't criticise Excel, 
however, since they wanted to launch a 'real' magazine last 
year, but had to abandon Lheir plans due to lack of support, t 
use the word "their' with a fair amount of journalistic license 
since the driving force behind the Excel mag, and most of its 
editorial content, is one Robert Stuart. Robert's talent isn't just 
a flair for organisational matters, he's also a pretty nifty prog- 
rammer! 

The first edition of Excel was described in the Editorial col 
umn of Issue 49 so a detailed account isn't necessary here. 
The principal contents are a concentration game called Amne- 
sia' which was subsequently released on tape and reviewed 
fully in Issue 51, a couple of neat arcade games and a charac- 
ter set designer for graphics modes four and five. Also included 
are some pictures and a demo with a scrolling message in the 
guise of a Fuji symbol (or Is It a Fuji symbol in the guise of a 
scrolling message?). 

Although generally well received, the disk was criticised for its 
lack of reading material. Consequently, the editor responded in 
the second issue by splitting the disk into two logical sections - 
side one for text, side two for software. Trie textual contents 
comprise an editorial with news arid gossip on topical matters, 
a competition (too late to enter, I'm afraid!) , reports on PD 
software, a readers survey and reviews of eight commercial 
programs. Whilst the latter have mostly been covered in past 

HOW TO GET EXCEL 

The Excet disk mags are available from Robert Stuart, 21 Stronsay 
Way, Broomlands, Irvine, Slrathciyde, KA11 1HZ. The back-issues 
featured above are priced at £3 each or £16 tor aii seven. New 
issues are £3.99. 
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issues of NAU, reviewing games 
is a subjective business and it's 
always useful to have a second 
opinion (ineiderilally Robert. I 
si. ill think Lhe author of'Ruif and 
Reddy could have put more effort 
into the graphicsl). 
Amongst several treats on the. 
flip side of the disk. Triad is an 
excellent shoot 'em up that was 
first released commercially (by 
Adventure International?). 
Galactic Chase is another ex- 
commercial game in the form of 
a traditional space invaders 
clone and Watch Dlz is a demo 
from the High Tech Team with 
good music {from Plastron} and the familiar scrolling message. 
I^ast. and most definitely least, Smush is a rather unexciting 
spill-oil' from English Software's Steeplejack in which you 
guide a man up Lhe drain- pipes(?) and watch out for nasties. 
Mind you. Steeplejack wasn't all dial exciting either! 
Excel Number Three's literature section has nine reviews of 
Ke-Soft games and others, plus the regular editorial. Software 
goodies Include The Studio - a clever sample sequencer enabl- 
ing you to load, edit and play sound samples stored on disk - 
and Cave lord, a brilliant arcade adventure from Germany. 
Your quest Is Lo fly through the caverns collecting treasures 
and negotiating nasties. This game is addictive t The old 
favourite Myriapede makes an appearance - looking rather 
dated nowadays - whilst Roto is another good un that has your 
copter-packed hero retrieving canisters from the caves and 
ferrying them back to base. Eight Ball Is a demo of eight balls 
(strangely enoughf) dancing in the upper part of the screen 
with a panel below in which you can enter various parameters 
to alter their pattern of movement, The music is brilliant but 
unfortunately the scrolling message is German t The disk is 
rounded off with a big (English) rainbow scroller. That's BIG1 
Excel Four, Five and Six are basically more of the same. By 
this I mean more well-written reviews, interesting editorials, 
amazing demos, worthwhile games, neat artwork, a clean pro- 
fessional finish in fact, everything you might hope for in a 
disk magazine. The only improvements I'd like to suggest are 
more instructions for the games and a utility to print out the 
articles. At present the textual content is hard coded in basic, 
which doesn't strike me as being the most efficient method! 
If" you've pondered over the merits of subscribing to Excel, 
then ponder no more - just do it! If the forthcoming issues are 
half as good as those I've received you shouldn't be disappoin- 
ted. The point Is that unless we support Excel and the other 
remaining 8-bit enthusiasts, our world of 8 -bit Ataris won't be 
around much longer. 

reviewed by Paul Rixon 
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DOT MATRIX 

PRINTERS 



Silica Systems ar& phased to recommend Seikosha printers to you 
at NEW LOW PROMOTiONAL PRICES. The Seikosha range is built 
to the highest standards, by a company that is used to manufactur- 
ing high quality precision products. In fact, you may be wearing one 
of these products on your wrist as Seikosha are part of the massive 
Seiko/ Epson group {with a turnover of £6 billion and 16,000 staff!). 

When you buy a Seikosha printer from Silica, we will give you a Silica 
PRINTER STARTER KIT (worth £25 + w= £29.38} FREE OF CHARGE, 
to make sure you get off to a flying start with your new printer. For 
further information on the Seikosha range, complete and return the 
coupon below, Or, if you can't wait to get your hands on a new low 
priced Seikosha printer, telephone our mail order hotline, OBI -309 1111 
to place your order now. 




FREE DELIVERY 

Next day - aryYVticrc in the UK mainland 

FREE HELPLINE 



FREE STARTER KIT 

Wjrlh E29.36 with mry Seiurata prmier 

T YEAR WARRANTY 



TechniaJ heioine diing oHice houre. win awry Setmsha pnmar irnm Sfcta. 

f-zrh prmt Qltample was pftXtOCSd tjf flW fKiftOf it it 3N>wt with. Printer apewds u'e quoted as tvNowa: 
3D - Supurc-all l&cp , D - D all I2cp, MO - "Jf.nr Lalrsr Quality lPc.pi I Q - . a\-.m Quality IPcp 
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-7 SPECIAL LOW INTRODUCTORY ' PRICE 




PIN PRINTER 



iHtt CPS BU COLUMN 

• Seikosna SP- f9O0 Plus - 9 pin - BO col 

• 7S? C ps 4Qcps NLQ 

• IK rWer Batter + 2 Fonts 

• Pars/re; /nterfacff 

• Graphics Resolution: 144x72dpi 

• fpstM? and fflAf fffwi/ati'on 

• Auto Stieat feeder Option 

m FREE Siiics Printer Starter Kit 

5P-1S00 PLUS ftRP £155 

STARTER KIT £2S 



TOTAL RRP: 

SAVING. _ 

StLtCA PRICE roc m: en 



£18D 

CB1 



£99 



192 CPS 80 COLUMN 

• Ssikc-Btta SP-2460 ■ 9 pin ■ SO col 

• ?40qi.s Qr»tt. 5dSj?S AltC? 

• 2)K Printer Butter + 5 Fonts 

• PMattCt and Ssn',rt fnr^tww 

• Graphics P,Bsotutian: 240xt44dpi 

• Fpsprr and ffflf 6 jmuWor) 

• Optional Auto Sheet Feeds' Unit 

• fflff ■.S.'.I.HM KtlljW.' .'J.'.l.-JHv K'lf 

W: [ifl 
fMRTEH PT _H5 

mm hrp. qm 
s*ms. -:?5 



£139 




240 cps 136 column 

■ Seicosha SP-24 \S ■ 9 pin - f3S cot 

m JQOcps SO, 240cp$ Graft, 5(Jcpi NLQ 
m }?.SK Pnntar Buffer + 5 Fonts 

• PnmtM and Serial Interfaces 

• Graphics ftesetutran: 24Bxt44tipt 

■ Epson and IBM Errtoldt'irn 

• Superior Paper MtntlSing 

m fRrr fl-fri^r Kit 



[]![ 



mr-. 

SMRTEH IIT Lib 
Tmt fflp- [MB 



£209 
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4-PIN PRINTERS 




80 COLUMN 



240 cps 

• SailtDJJrj SL-92 ■ 24 pin ■ Bfl co) 

• 240cps Draft. BQcps LQ 

• 44K Printer Sutter + 2 fipnfy 

• Paraitct Interface 

• Graphics RasMutitw 3B0it36OrSpi 

• Epson Emulation 

• Qpttona! font ftftM ■ 7 Rmt$ 

• FREE Stifca Primer Starter Kit 



me-. qh 

SWHTEH BT .St 

mat mp: tsu 

S4mS tlTl 

uua rsua. n» 



£189 
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USINESS PRINTERS (WIDE-BO 




324 cps 80 column 



• 5ei*0Sto SI ?1Q 24prti 80 cp} 

* 324cps Dratt, Htftcps LQ 

• 5K PrifiKr Butter + 9 Fonts 

* Pasatier and Sana) interlaces 

* Epson aod tRM Emulation 
m QptlOWt Aottf Snttt ftto'tr 

• FREE SiHca Printer Steriar Kit 

Fl». [SM 
I >H III KIT _CA 
mad W [ITH 



£3691 




277 CPS 



136 COLUMN 

I3G cot 



• Sgikostta SL-230 - 24 p/n 

• 277f:fif. O.-.trt, 32£)1<i i.0 

• 5X Printer Softer + 9 Fonts 

• fiarafie, 1 and Serial Interface? 

• 6rapr»cs Hcsolatroo: 360x3SOt}pi 

• fpsor? ind iSf/l tmolatien 

• OptiQoai AuW Sheet Feeder 

• Fflft Snic? Pri nter Starter Kit 

HIP: HH 
EHiprER Kir [JE 



£449 



SiiJBI WBflE' &UI 1 4*r«tfflTifl ill i^RllMj J 




462 cps 136 column 



• Seicosha BP-5S0Q - 8 pin - <36 cat 

• dfi?tfyj$ JTfii.t (ffltus 

• Jfllt' Pmirer Suffer 

• ParaHeS .wi(f Stria f MPfJaws 

• ar^p.iirc£ flfsn'uiiftn: 24Qx)44o~pi 

• tpswi aM Jflftf F.toi'.Wha-i 

• Optional Auto Sheet Feeder 

• Fftet! StHca Pm tfr.? St.-ntfir Kit 

PHP 



[OH 

flmm. 

JDIKd MTi*" [«2( 
jlLlCt rtllff tth 



£999 





>^idits Multipart Forms 
ftecttargeattie a.i'.'H.. » fA.ir.viMi 



144 cps 



SO COLUMN 



• Sertrafa i.T-^(? • 24 pio ■ SO co\ 

• tatlcps $D, 144cps Draft, SQcps lil 

• 1K Printer Buffer + 9 FontE 

• Parattel interface 

• Graphics Resohttoo: 360xt8Oopi 

• MM tmulatlon 

• Built-in 50 J^PBi Auic fteUcr 

• FREt Sit\ca Printer Starter Kit 

JUPITtH KIT as 



ip™< MIT: EJW 
J*rWu_E_TJ 
SKta PWCF: E^€ 



£249 



520 cps 136 column 



Sethosc-a tiP b/W ■ )i) pun jje 
/m:;js JO. 520cps Draft, t3(kps tiUQ 
2BK Printer Butter + 2 Htnts 
ParM and Strial it'te'taws 
Graphics Resolution. i"SDx24udoi 
Epson tntf t&M Emubtiw 
Randies j+fi Multipart Forms 
fR\T Siin.ii Printf 5?i>tit.( Kit 



MP: twm 

STARTER UT. ...OS 

IDDU JUV. (1H4 



£1399 




800 cps 136 column 



SeiSQitia SBP tfJ ■ )6 pin ■ IX Col 
WOcos Dratt, 200cps tiUO 
fWK fTnJ.'ft' fli/fffir i ? funlx 
Parattel and Serial interfaces 
Graphics Re$c,tt>tkin. 24Qx240&ai 
Epson and IBM Ernuiatioo 
Boift-m Cut Sheet Feetier 
FREE Sitica Prin ter Starter Kit 
crag 



FlRF- 

£1M1EA KIT 

IVUl W EMJJ 



£2499 



STARTER KIT 




Evfry 5e koahi pf r[«i heir Sh:u, cmnc mlh Ck 
Sut3 P-i-^r sursr mi, vwrlh CMJSiDSS -WIJ 
mmpJrtrfy FRf F CMAflCf llnrJuQKi JlywnHiPl 
lu udl u|i jnil luiiiirq willi j.uui iihw prnler 

• Jlj " Or'jn* with Amiga A ST Printer (tri vers 

• t.t MnhB Parallel Prlnlcr Cable 

• 20i) Shaats at iJu.iJify i.'.^n.'in iir.vT r-^ppr 

• 5 CoettntNivs ft>vttBpe& en Pallet fees 

PdrHBT cwmera mevordei ihe 5<iua Sunei Kn 
(mr: mi b«W> lor nrily t2fl.35 ■ ES on RHP 



SILICA SYSTEMS OFFER YOU 



• FREE OVERNIGHT DEL i VERY: On yi lardware orders shiinwd in 1he LK mainland. 

• technical SUPPORT HELPLINE; Team tri tethnlcal e^rls at your service. 

• PfliC£ MATCH: Wa rtKmally match wmpetitgrri on a "S^ttir prrjdur;1 ■ S3 me pnee" basis. 

• ESTABLISHED 12 YEARS: Prawn Irack r«!CL>rd r y^lessiDna.! CDmputflr salas. 

• BUSINESS + EDUCATION + GOVERNMENT: Volume discounts available for large Drdfirs. 

• SHOWROOMS: Demonstration a.n<| Gaining facilities at our Lwdon & Sidcup branches. 

• THE FULL STOCK RANGE: All of yout requiren>snt5 1ra-n onp nuzr. <p. r 

• free catalogues: Wilt be mailed to you wim oners and sortwar^oerrpiMrai dciaiit. 

• PAYMENT: By cash, cheque and all major credit earns 

Before you decide wn*n to buy ywr new printer, we auggesl you :nink very carelutly about WHERE 
>■•::.! h.iy il. Gc.*i:;id«r wlui" il will be. like ;i f<.;w mnnl'is ;i\Ui- you havri- nartn yrnur pnrrhases. when you 
may require eddilianel per pherals or software, or nelp end advice. And, mil the company you buy 1rom 

Cbnlaei yflu will dfitiilS Cif n*w prt>Juttt? At Silit* SyilarYifi. we nn:;./c '.ha\ >■::■;. will nothing to 

wony about. We have oeen esta&Hs^ed tor over 1 2 y#ars. end, with aur unr vailed experience end ew- 

p^rliSfr, we can now Claim ID nieel am trifSlflme-fa mquirem^rra wilh an undcfrsTanHing which is snrcind 

to none But don't just tata our word far «l Complele and return tJrw coupon now ior our latasl i-ree 
itenstwe and begin to ejtparienct; Lh* '"Silica Syate-ins- Service ". 



MAIL ORDER HOTLINE 

081-309 1111 



SILICA 
SYSTEMS 



MAIL ORDER: 

O'Otr Linus Oaen' 

LONDQW SHOP: 

LONDON SHOP: 

Onnning Hon :■. 

SIDCUP SHOP: 

Opanlng Hll:s. 



1-* The Mews, Halherley Rd. SMtcup, Kenl, DA14 ^DX Tel: AB1-3D9 1111 

Won-Srt --XianiUTp- Ha Late NiRht Oponlnn Rut Ha. £Crl-2Cfl CftZfl 



53 Tottenam Courl Roac, London. W1P OBA Tel: u?1-5rW AWU 

Mcn S* 9 JLiBfi tl Kjm >Jo Ufc Night Opening Rn Hq: 071 aa ^1737 

•Selfridges m Hoor), Oxford Street, London, W1A 1AB lei: 071429 1234 

Hort-FUi ft30«tvi^0CT=<n LBfc Nib« Tbvnfdnv until «pm txlnnsnn: 3914 



1-4 The Maws, Hath^rley Rd, Sidcup, Km. UMA iDK Teh 081-302 8811 

MavSii SOaann-5 3Q|W Ufc Nijy< rrUH> urjjjj fptn fax Nn: Dfl 1-309 DQ17 _ 



To: Sihca Sterns jept PSIX J292 58. 1-i The Mer.vs Ha:hnrlsy Re SWcup, Kent, 0A144CK 



PLEASE SEND FREE SEIKOSHA INFORMATION 



M r/M rsj'M s : m tia s: 

Company Nsne (H apDl»cat>ic) 
Address: 



?, rnamu. 



Po«tCOdO: 

1*1 (Hom»): Tal (WorkJ: 

^^hich computerfsli. i1 any. dc you own? , 



SBD 



X L/X E PROGRAMMING 



VERTICAL BLANK 
MUSIC PLAYER 



Have you ever wanted to arid background music to your 
BASIC programs? It is not easy to produce a decent 
piece of music: that doesn't slow your program down. 
It is possible lo simply turn on a note for the correct length of 
time, but to make your Atari produce sounds even vaguely like 
those from a musical Instrument you must enter the realms of 
volume envelopes, and these really do cause a game to come to 
a grinding halt. 

The solution is a short machine code routine that will play a 
tune tn the vertical hlank interval. Don't worry if you don't 
understand the first thing about machine code - you can Still 
use this routine. 

The vertical blank interval comes along every fiftieth of a 
second, alter each frame of the television picture has been 
drawn. Your computer uses this period for housekeeping, but 
it will also execute a short routine of youT own. As your routine 
is called every fiftieth of a second, this gives an easy way of 
timing notes. 



A READY MADE ROUTINE 

Once called, my routine will play a tune In the background 
without affecting your BASIC program. The example program 
contains the machine code as data statements (lines 10100 to 
10140) and a subroutine lo load it inlo (he siring VBMS [lines 
10000 to 1006G). 

You can (and must) use a volume envelope to create more 
realistic sounds. The volume envelope contains the volume of a 
note for every fiftieth of a second that it plays. It must consist 
of 32 volumes in the range 0-15. An example is given In the 
BASIC program, but oilier eilects are possible, you will jusi 
I] uvc Lo experiment . 

Lines 10200 to 10360 contain a subroutine to start playing 
the tune In the data statements from line 10500 using I he 
volume envelope in line 10400. The format used for the data 
statements is: 

Number of notes, length of crotchet in fiftieths of a 
second, frequency of first note, length of first note (in 
multiples of crotchets}, frequency of second note etc. 

Lengths of notes are actually stored in fiftieths of a second. 
You can have up to 255 notes. If you wani to write anything 
longer you will no doubt think it no trouble to write your own 
routine to play it! Frequencies must be iri the range 0-255. 
Values which correspond roughly to musical notes are given tn 
the BASIC manual. 



John Young provides a 
routine to add music to 
your programs without 
slowing them down 



CALLING THE ROUTINE 

The machine code routine is called from BASIC with a USR 
call as follows: 

X=USRfaddress of routine, number of notes, address of 
uohtme envelope, address qj frequency data, address of 
length data, addreas of routine+47 bytes} 

F 3 OKE 352,1 is also required to start the tune* 

In the example program the volume envelope and tune arc 
stored in strings, which means that you don't have to find a 
spare chunk of memory, although you will get some funny 
results if you try altering the program while the tune is playing 
[this disrupts the variable storage area). You can poke the 
machine code routine and your tune data into page 6 or high 
memory to gel a tune to play unaffected by whatever BASIC 
programs you load. The remainder of the program [Mnes 120 to 
250) demonstrates how to control the tune once it has started. 

No matter how good your music you will eventually want to 
turn it off, which is accomplished wtth POKE 352.0. POKE 
352, 1 (or any non-zero number) will start it again from where 
it left oft, Location 349 is the note counter, and 350 counts the 
length of each note, in fiftieths of a second, so FOKE 349.30 
and I'OKK 350. GO mil shill my tunc lolhe hi -1 inslant oflhe 
last note, thus restarting it, 

I make no apologies for my music, ii is intended 1o encourage 
you to replace it with your own! 
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HV 10 REtt W Mi m it mtMH WWMKKMMMWKMUtt W M HKH K X K 
HY 20 REM * VERTICAL BLANK TUNE PLAYER * 

by * 

John Young * 

HEM ATARI U*ER - FEB . 1992 * 
[Jf KM MMM* WW***** *********** *** 



EH JO REM * 
PT 40 REM * 
CM 50 REM * 
CR 60 REM M 
IE 70 REM *H 
SA 100 GOSUB 10000 

rc ii« gosus 10200 

5K 120 GRAPHIC 0 

T5 130 5ET COLOR Z ( I,4 

MO 140 ? : ? "KHEN THE 5AIHT5 GO MARCHING 
IN" 

Mil 1 50 * "Traditional" 

O J 160 ? ;? **WB Music Player written by J 

&hn Young" 

HI 170 ? :? "aa^El to switch HUSiC on and 

off" 
OP xoe 
AM 190 



" l:l*Jit;l*i to restart tune" 
to exit program" 
WH 200 CLOSE 1*1: OPEN Itl ,4,B,"K:" 
GK 210 GET Bi,K 

EY 220 IF K^it THEN POKE 352, HOT CPEEK CI 
521 > 

PE 230 IF K-15S THEM POKE 349 , 30 1 POKE 350 
, 60 

JG 240 IF K =27 THEN END 
MM 25« GOTO 210 
AJ 9999 REM 
AD iBBOB DIM UBM3C113) 
EU 10010 RESTORE 10100 
LJ 10020 FOB H=l TO 113 
PC 1003& READ A 
OR 10040 UBMS CK ,K1 =CHR$tft) 
MO 10050 NEXT K 
DV 10060 RETURN 
YE lOB?? REM 



m 10109 DATA 1(54,1^4,104,141,95,1,104,17 
3, 205,104, , 204 , 1U4 ,133,20 7 ,104,133, 

206, 104 , 133, 209, 104, 133 , ZOO , 100,0 

PH 1*110 DATA 140, 93, 1,14©, 94, 1,177,206,1 
41, 0,210, 104,170, 104,168,169,7,32,92,2 
26,96,173,96, 1,200,6 



10120 DATA 141,1,210,76,90,228,230,94, 

1, 173 , 94 , 1, 172 , 93, 1 j 2 09, 200 , 144, 24 , 169 

,0,141, 94, 1, 200, 14© 
CS 10130 DATA 93.1,204,95,1,144,5,160,0,1 

4G t 93, 1, 177, 206, 1*1, 0, 210, 173 , 94, 1 ■ ZOl 

,32, 176,0,100,177 
WH 10140 DATA 204,73,160,141,1,210,76,98, 

220 



VG 10199 REM M:f J lUM 

VR 10200 DIM U0LU-ME5 C325 

GZ 10210 RESTORE 10400 

AM 10220 FOR' H-i TO 32 

PI 10230 READ A 

AC 10Z40 UOLUMES CK, XO = CHR$ t OJ 

hh 10230 MEKT K 

IK 1026© RESTORE 10500 

Tk 10270 READ NN,D 

TH 10 200 DIM FR£0$CNN) , LENGTH? CNN? 



290 


FOR 


iu« 


READ 


310 


FRED 


320 


LENG 


330 


mm 


34(T 


A = US 


R {TREGO) 


350 


POKE 



EE 10360 RETURN 
BL 10399 REM 



UOHJMF 



I I VI II I J MM J I I I ■ 

PU 10400 DATA 0,15,13,11,9,9,9,9*9,9,9,9, 
9,9,9,8,8,7,7,0,6,5,5,4,4,3,3,2,2,1,1, 
0 



til 


KtUl l?!! mm- data ■ 








MK 


10500 DATA 31,12 








PT 


10565 REM 31 NATES, NOT 
LASTS FOR 12/58 SECOND 


E OF 


LCNGT 


H 1 


Ufl 


lUblfl DATA 127,1,101,1, 
, 101, 1, 09, 1, 76, 5 


89, 1 


,7B,S, 


12 7, 1 


UH 


10520 OATA 127,1, 101,1, 
, 127, 2, 161, 2, 11 J, 5 


09, 1 


,70,2, 


101 ,2 


Gf 


10530 DATA 101,1,101,1, 
,2,70,2,78,1,09,5 


113, 


1 , 127, 


4, 101 


KY 


10540 DATA 101,1,89*1,7 
,113,2,127,5 


8,2, 


101,2, 


127,, 2 



:* VERTICAL BL«*K HUSTSL PI AVER • 

t* fob uhL hi eii s»ic PSOfcflAHIi * 

; * by * 

;* John Voun« " 

;» * 

;* Assep&ler sffur t* code for AWAC * 

; * MEW ATARI USER APRTl mi » 



; EGUATES 



; These Drf xtufid^fd Atari equates 

= 5 1 4 a I" 
HHUI3V - 5£4A2 
flUOI-I = $0200 
AUDC1 = $D2@I 

; Storage locations far r-ouT in« 

j fbtstton 4 inntiDni of the stack) 

KTEGHT s *!<!> 

L EM GUI - S15E 

HUHHTE = SlSF 

CMTFJL - $16 0 

• zero n*9P indirect addresses for 
;tun# a** a 
VOLUME - *cc 
iHia ± St* 

1.LNI.IM - SOS 

J ™ 

;AL1 the code is re lotatab i *■ , but the 
s address of the VS rout if)* must bt 
] passed to the instsl lation rdoiine 
;i£ the final p*r***t#T in the USP. 
i cai i 



J BHMH KM** MM IMI4Httminm-» 

; INSTALL VU POUTIHC 

: H » H M k -h-h-h w tt H-J t B KN h JHMM WMK 

circ sooe 

; HeHldLtf With Its for A55E 
;and MACROS 

t6et data pasit*d fay usR c 

PLfl 
PL A 
PL ft 

STA ttUNHTE i 

PL A 

ST A JOLUNE + J, 

PLA ; 
5TA yqtUME j 

PLA 

PKtN+L J 
M ft J 

STft rftEO ! 

HLfl 

ST A LCKfilH+l 
PLfl J 
ST A LCAtirH 



al L 



;Tnitinlisr counters for 
1 DY RO 
SlY NTECHT 
5TV LEWCWT 

.: i m- 1 ti rst note 

LDA «FRER3,V 
>TA ftLluri 

;InEtall V9 rpntift* 
PLfl 
TAH 



i mmmjnh* of 

: notfrii 

; .idilri':,', Of 
; vOlUMe 

en we Lope 

i ad dress of 
net* 

f resu* nc ■ fs 

j address of 
: note- 
lengths 

TflUt ■ np 



get *ddfdtt 



PLA 
TA V 

UMi 
JM 
UTS 

;TMt WO RDUTXttE I 



*7 

SETUBU 



; for d#f»rrtd 



LPO 
BHE 

11 Pi 
JNP 

nuaie ihc 

LDA 
Lt>V 
(ff 
BCC 

LP A 
5TA 
I*¥ 

stt 

CPT 
BCE 
L&V 
STY 



PLOT 



LDfl 
5TA 
LP» 
CKIf> 
IC1 

Tar 
Lt>A 
E9R 
^Td 
JMP 



CttTflL 
MUSIC 
AUPCI. 
HTTUBU 
L FMCN I 
LIHCHT 
HTCCMT 
CLENCTHH 
Ct>MT 
Mt 

L E-HCHT 

MTECMT 
HUMHTE 

PLftV 

nt 

*tEC*T 
f rnt eu , ¥ 
AUPFl 
LEHCHT 

EXIT 

[WULUKE3 

nSflO 
flUOCl 

KITVBU 



• j s bvttr in 

jyea - turn 

{ off sound 

; no - inc , 

; counter 

; is note 

i y j Finished? 

I If not 

j -yes - so 90 

; on to rvent 

; not*- 

;*ri4 *f tune? 
i i # not 
jges - start 
; again 

;play nrw 
; not* 

j h»<«* we get 
i to end of 
} vol . env , 
; no - get 

: no distort, 

jexit ljbi 



MACRO ASSEMBELER SOURCE CODE FOR VBI MUSIC PLAYER 
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X L / X E UTILITY 



RESTORER 



Vow often have you go tip to use a disk only to find that it 
^F^B has been corrupted or you've deleted some: important 
^L^L document Hies? Over the years I'm sure many of us 
have. Maybe this program is the answer to those problems, 
RESTORER will restore many files that you may have thought 
lost forever. If you cannot access the file, because VTOC has 
been corrupted then RESTORER can help. If you have simply 
deleted the file and haven't written to the disk sin re then you 
would have no problems recovering the file. The program can 
restore ASCII, Basic or Machine language and you should have 
no problems provided that the sector links ore still correct. 

HOW THE PROGRAM WORKS 
AND HOW TO USE IT 

RESTORER first loads into memory two short machine lan- 
guage urograms. The first enables actress to the disk sectors 
(this short program was published in COMPUTE! many years 
ago). The second assists in working out the sector links (this 
was from a PD program bought out by old Atari User). Then 
program then goes to a Menu. 

On seler-tlng Item I (he program goes straight to sector 361, 
the beginning of the directory, and shows you each file on the 
disk together with its first sector number and the total number 
of sectors. If you return to the menu, you can then look for the 
sector linkage [by pressing 2) and provide a hard copy il 
desired. If you haven't got a printer then typing '? SEC$' when 
the 'Ready' sign appears will enable you to see the sector 
linkage, press 'CTRL 1* to slow It down. By the way, If you 
haven't got a printer then CLOSE #7;OPEN #7.8,0. P must he 
deleted from line 1 0 or an error will be produced. 

Pressing K [KKTUKN] will immediately begin restoring the file 
displaying necessary information on the screen. Before com- 
mencing it does a cheek to make sure that there is enough 
memory, if not then il displays how many passes it needs. Just 
follow the prompts and the file will hopefully be restored. 

A filename Is asked for before you save the data, but this 
could be changed to keep the filename as the original which is 
In F2$'. The file is saved to disk In a somewhat slow and 
primitive manner and this does need to be improved upon, but 
for the moment works fine. 

II In the Menu mode you hit 2 but haven't already been to the 
Directory, then you will be asked to supply the First and Total 
[optional, you may supply a 'dummy' number) sec tor values, 
but when coming from the directory the program assumes the 
values of the last directory file read. 

The program restores the file by directly accessing the seetor 
and storing it In £>T$. It then romputes the address of the next 
sector from the last 3 bytes of each sector in D$, if L N" equals 
H 0" then its the End of File. Note that when storing into ST$ 
only 125 bytes are saved as the last 3 that provide the essen- 
tial information that determine the sector linkage will have to 
be changed when resavtng to disk, fortunately the computer 
does this for you. 



SAVING MEMORY 

If you wish to save memory r then provided that you know the 
First and Total (optional) sector values then you can delete 
much of the program. Lines 20-300 and 700 820 can go. This 
will save 2k of memory. Just add: 

11? INPUT TS/FS - :INPUT TS.SGOSUB 590 

I have tested this program on many types of file and success- 
fully restored all files including long machine language prog- 
rams. All ASCII files can be restored without any problem. 1 
have not been able to test the program on files that produce 
"ERROR 164 - File Mismatch 1 as [ have none, but suspect that 
you will have to use a disk editor to find the beginning of the 
lile, then you should be O.K. 

There are very few checks or traps so hit the BREAK key and 
restart if you make a mistake, but don't do it if the drive is 
saving data!. If you do by mistake type 'CL.#47RETURN before 
restarting or the disk may get scrambled. 

This program eould be compacted to save further memory by 
using COMFACTER' from Page 6 PD Disk 'Utilities frli' (an 
excellent program, but what language is it written in? I've often 
tried to change It to accept a file from L D8:' and then have it 
compllf-d to make it faster, but it will not accept it. Could 
anyone shed some light on this?). RESTORER could then be 
speed up by using the Turbo Compiler'. 

The program has been really badly written and 1 apologise to 
all you fine programmers out there, but Just hope that RES- 
TORER will be of assistance to many of you. Any improve 
merits to the program will be gratefully appreciated 



WHAT THE VARIABLES DO 

D$ Stares me data from the selected sector 

F( Holds information on each directory File 

F1$ Directory filename 

F2$ Directory filename to be restored 

RJ Awaits response to question 

BINS Slores 2nd ML code 

D${128)=" " Fills L>S will- -?8 s:ih::«s D$ will nol gel sector without Hiis 

STS Restored lile kepi Iwe 

SEC$ Slores sector linkage numbers 

S Sector no. 

C Directory File No. 

N No. of next sector 

B No. of bytes per sector 

TS Total no. of seclors in file 

PR Flag ■ 1 =print out 0- no print Out 

FL Flag • 1 .file to be sa-;ed injnore lhan 1 part 0- Me to be 

sawed in 1 pad only (Not ine same as PT) 

PT How many parts file will be stored in 

SEC No. of sectors stored 

BUF Size ol buffer length 

X Amoum of sectors that can be stored in ST$. Dependant 
on memory 

Z and 21 Help determine how many pans file will be stored in 
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EI 1 REM M WWKKMMWW i Cm i l l MMMMMHI i yMMMnH H it l tWM 

QC 2 REK * RESTORER * 

Rft 3 REM * by # 

AG 4 REM * Kit Uthb^ * 

EC 5 REM * - * 

OH 6 REM * HEH ATARI USER - FEB. 15*2 * 

CO 7 REM WTCM MH HM M H MMKMMMMMMMM MH MM i f M M MM MM 

MM ft REM 

CL 18 DIM D$ C120J ,P$ C16> ,F1$ Cl«> ,f2$ (16} , 

R5 113 , BINS C16) ■ E128> - CLOSE U7 1 OP 

EH H7 J 8 H 0 1 "P"!POKE 710, 0 ! POKE 762,1 
4% 20 &0SUB 590! GOTO 700 
M& 30 5r35i : C=l : ? "«" ! POKE 752,1 
OR 40 I=USR (1537, ADR CDS) , 5,1,82* 
Fl| 60 FOR F = l TO 8 
TM 60 POSITION 11, Is? "HDH 



tU I HUH 10 II. ft 



ST 61 POSITION 12 j 2!? "MIT 0 TO RESTORE" 1 
ES 02 POSITION 13, 3i? "Hi T H FOR MENU" 
OA 70 POSITION 14,5!? "FILE HO; "JC|" " 
TL 00 FS = D$ C fl8*F3 +1-16, ti6*F3 J lFl$-D$ (t t 

iOWFJ+l-iSJ+S, C16*F) > 
CP 90 POSITION 18,71? " -> "JFA*j" » 
GF 100 N=ASCCF?t4,4JJ+ASCCF$<5, 533*256 
CL IRS TS-ASCCF5 C2,23 3 +ASCCF$ (3,33 J*2S5 
VL 110 POSITION ii.Ss? "FIRST SECTOR; " J N 

» II n 

TG 115 POSITION 11,11!? "TOTAL SECTORS J " 

;?Si" 

OU 120 POSITION 19,l3:INPUT a 1 ft ; ft £ : C - C + 1 ! 

IF R$="R" THEN S = N: FZ$=:FlFi GOTO 4O0 
RH 125 IF R5-"H" THEN 700 
RJ 138 HEKT F;5=S+l:GflT0 40 
OU 200 DIM SECSCT5»5> 

IQ 2ZB % "H"!IF PR-1 THEN * 1*7; "FIRST SEC 

TOR IS - "jH 
RH 225 ? :? "CHECKING SECTOR LINK " ? i 

FL3l:G0TO 245 
LL 230 I=USR C1537, ADR CDS3 , N , 1, 821 : SEC-SEC 

+a :ls=N 

GU 240 H-USRCBin, ASC CD $ C126 , 1263 3 . 3J*256* 
flb€ tbS £127 , 127> 3 : IF M=0 THEM Z50 

OH 245 SEC$CLEHtSEC$>*13=STRS<N3 :SEC$CLEN 
CSEC53 *1J ="*" : IF FL=1 THE II FL~0:CiOTO 3 
OO 

IE 250 IF N-0 AND V?- i THEN ? B7;"LAST SE 

CTOR IS " ";LS; 
EI 255 IF N=0 THEM ? :? "LAST SECTOR IS - 

";LS:GOTO 208 
SU 260 POSITION 2,lfl:? "NEHT SECTOR IS - 

KM 270 IF PR=i THEN 1 B7JHJ" - "; 
FN 200 IF H = 0 AND PR-1 THEN ? 87 J" - EOF M 
: ? #7 i "NO ; OF SECTORS-"; SEC ; CLOSE 1*7 

wh Z90 IF N-a them ? :? "SHI";? :? "ho; o 

F SECTORS = ": SEC SEND 
HZ 300 GOTO 230 
HZ 400 BUF=tTS*1253 

O y, 405 IF BUF>FRECOJ THEN GOSUG 908 
HA 40A IF PT<>0 THEN ? :? "HOT ENOUGH MEM 
ORY" ;? "THIS MIL HAVE TO BE SAVED IK " 
;PT;" PARTS" J BUF = CK*lZ5l ~125 ! FOR 0=1 T 
0 586: 

FC 410 DIM ST$ <©UF3 ; S£C = 0 

CF 415 ? "N" : ? j? "BEGINNING RESTORATION 

OF . , ";F2$ 

AT 46* ? : ? "FIRST SECTOR "J Si ? "TOTAL SE 
CTORS *';TS 

HL 470 TRAP SlO ! 1 =USR C 1537 , ADR CD$J , S , 1 , 0 1 
> 



KV 475 N=USRCBIN,A5CCD*<1Z6, 126*3 ,33*255+ 

A5C CD*tI27 J 127*1 
TT 476 B=USRCBIN, ASCCDS C1Z8 , 128>3 .12 7) 
MI 478 POSITION 2,8;? "NEXT SECTOR IS "JN 

J" *' 

LO 480 ST*CLENtST*J+ll=D*Cl J B3 :SCC=SEC+1 
PC 485 POSITIOM 2,7)? "STORE* SECTORS ";S 
EC!" 

HD 4*8 POSITION 2,S*t? "BYTES TMIS SECTOR 

"JB1" M 
KO 495 IF N-0 THEM 510 
FI 500 S=N!5BT0 470 

Z8 910 IF FL=1 THEN ? I ? J? "INPUT DESTIM 
ATI ON DISK AK& HIT RETURN" \ INPUT R$!GO 
TO 558 

KM 520 ? M !? !? i? "FILE HAS SEEN STORE 
D" ; ? ; ? "INPUT FORMATTEP OISK TO SOOE 
FILE TO" 

TZ 538 FSs^^iFl*^ 1 "^? 1? "INPUT FILENAME" 
! INPUT FlSxF* (1,39 r"Dli" i FS (LEN (FtJ +±i 

=F1* 

LL 548 IF FL=0 THEN CLOSE 84: OPEN 04,0,0, 

F*; CLOSE «4lIF PTOO THEN FL=1 
EK 550 CLOSE 84 ! OPEN tl4,?,Q,F$ 
TO 500 TRAP 500; FOR R=I TO LEN CST$ 3 i RP= AS 

C CST* CR,R3 3 
FZ 578 PUT 84, RR : NEXT R : IF N=* THEM 583 
NO 500 CLOSE 84HF FL^l THEN ST*= ? :? 

"INPUT SOURCE DISN AND HIT RETURN" l INP 

UT R$:GOTO 415 
FR 503 ? :? "FILE HAS BEEN RESTORED*' 1 * END 
OZ 505 END 

UA 530 FOR 1 = 1537 TO 1503! READ J £ POKE I, J 
: HEKT I 

GO 600 DATA 104, 104, 141, S , 3 , 104 , 141 , 4 , 3 , 1 
84,1*1, 11, 3 , 184, 14. j, f 10,3^104,104,141,0 
i 6,104, 104,141, 2,3, 1&9, 1,14 1,1,3,206 

KL 616 DATA 0, 6, 48, 23, 32, S3, 220, 24, 238, 10 
, 3 , 144, 3 , 238, 11, 3, 173, 4 , 3 , 2 4 , 105 , 128 , 0 
0 . 3. 238, 5, 3, 141, 4, 3, 24, 144, 2 22, ?6 

LV 620 FOR 1 = 1 TO 16 : READ A 1 8IN$ CI, 13 =CHR 
$ {A3 : NEKT I : OIN— ADR CflIN$3 : RETURN 

DK 630 RATA 104,104,104,133,208,104,104,3 
7, 200,133, 212, 169, 8, 133, 213, 96 

OS 700 REM 

zu 7ia ? "ft":? :? " 



RESTORER 



KM 720 ? ! ? "13 TO VIEM DIRECTORY/BEGIN R 

E ST 0 R A T I ON** 

RH 740 7 it "2> TO CHECK SECTOR LINK" 

DW 758 ? !? 1? "F3 TO FORMAT DISK" 

RP 760 TRAP 710J? :? : INPUT N16 :RS 

¥0 770 ON ASCCRS>-48 GOTO 30,705 

PN 700 IF R3="F" THEN 800 

MM 785 IF TSOB AND N<>8 THEM 793 

IR 7 96 ? : ? "INPUT TOTAL AND 1ST SECTORS" 

: INPUT TS,N 

OM 733 ? i ? "HIT S FOR PRINTOUT" : INPUT R$ 

:IF RS="P" THEN PH=I 

ND 795 GOTO ZOO 

dm boo ? "is":? :? " r^ir^^Aia 
Q" 

EG 810 ? :? " INPUT DISK TO FORMAT AND HI 

T RETURN"; : INPUT NlfrjRS 
KE 020 HIO 254, BZ,e,e,"Dt*.*": CLOSE 82 : GO 

TO 700 

LS SOO BUF= (TS*125> : ¥ = B U r ~F RE CO> I H- 1 NT CFR 
E CftJ ^1Z53 

LG 910 Z=INT tBUF/FRE COf > : Zl= <BUF/FRE C03 J E 

IF Z1>Z THEN Z=Z+1 
10 920 PT=Z! RETURN 



a utility to recover 

lost, deleted or 
scrambled disk files 



by Kit Lethby 
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IPSTER 




Th* New Year has come and gone and so have all 
those resolutions that you promised to keep and 
now you can't even remember what they urere. 
Well I have the answer, all you have to da is to read this 
issues Tipster file and that should see you through all 
Oiose little resolutions you missed like "I shalt read the 
Tipsier forever until my eyeballs burst!" 

We have the solution for Yogi Bear and the Greed 
Monster and the complete map and helpful tips for Price 
ofMagik. Tips The Goonies.and a nice map for Crystal 
Raider abound so without further ado lets get gamit\g! 

Tobias Jortxtrn (hi there Tobias, nice to hear from you 
again after such a long time} from Stockholm in Sweden 
has sent in a couple of nice maps for Crystal Raider and 
Price ofMagik and all the stuff necessary to clobber the 
aforementioned game, i told you that someone would 
come up with the answer to my requests and I ukis 
right, (sorry you ivere a bit slow Starjleet Controller!) 
O.K. so you want the tips for Price ofMagik. What's it 
worth? You'll stop reading? Okay then if you're going to 
play dirty just took across the page! 



QUICK E'S ... QUICK E'S ... QUICK E'S 



Speilunking should be a lot easier with this one from Paul 
Cole or Ashiord as he offers these tips for BOUNTY BOB. 
Set the special code to 6 1 800 and hold down the F key and 
then press the OPTION key. Start the game, the keys an:. 

F = BOUNTY BOB FLOATS 

Q = NEXT SCREEN 

A = BACK A SCREEN 

B = ORIGINAL POSITION 

Z - RESET SCREEN 

Also from Paul is a handy little thingy If you hold down the T 
key on booting up CONAN THE BARBARIAN you 

are granted immortality while playing the game. 

From Harvey Miller comes this tiperooney for KENNY 
DALGI*I$H'S SOCCER MANAGER if when you 
are watching the graphical highlights of a game you tap the fire 
button continuously you can watch the game in slo-mo. 



ST 

T 
I 

P 

S 



Again I bring greal joy Cor all those ST demo freaks oul there who just 
love finding the cheats and hidden screens in the worlds best ST 
demos. 

This issue there is only one, and by crikey ils lor the best STOS deny 
there is. The Retinal &jm Demo is by tha Asylum ( TFC. Digi Tall is and 
The Bomb Squad) and is available from ihe Page 6 library as of in is 

issue. 

Okay, so to get lo the demo you musl press help twice when it gives 
you the credits at the beginning and then type in :- 0XF*CK 
Fill in ihe missing letter it you knowwhal's good for you, and then sil 
back and enjoy some beautiful tracking 'n' dancing sprites. 



SMAIM THAN THE AVERAGE TIPSTER! 



To go with the map and hints for Yogi Bear and the Creed Monster in 
issue 52 here is the solution lhanks to Michael Emerwn of Nailsea. 
To this solution there is a key which must first be explained otherwise it's 
going to he impossible io understand. 

PB=PICNIC BASKET, S=SWEETS, H=HONKY, M=MONEY, OCAN 
OF POP, T-TOY B=BUBBLE GUM, K1=KEY1 K2-KRY2 etc, 
DI=DOORI D2=DOOR2 etc., U,D,L,R,=UP, DOWN. LEFT, RIGHT 

Solution 

GET PB. D, GET $, PUSH LEVER ON LEFT, D TUNNEL R, U. U, 
GET H. R, GET M, L, D, R, GET C, D, GET T, R, GET T AND BLUE 
TUBE, D t D, GET T AND M, L GET T, D r GET T, L, U, GET M, R, 
L U, R. GET PB, R, GET T, L L, L, GET T, D. D, GET M [AVOID 
KEY 6), R, GET M, R, R, GET S, R, GET M, GET T, U GET C, U, 
GL r M. R, GET PR. D, GET S, U, OPEN Dl , U, L. D, GET T, U, R, 
R GET M, D. CHANNEL TO AVOID FLASHING BALLOON, GET M, 
R D R GET M, U, GET T, D. R. D t GET T, AVOID B, R r GET T, D. 
GET PB L, GET S, GET KB, L, GET M, R, R r U, L, L U. L, D, U, L, 
U P CHANNEL, L, U, L, U, GET M, D, GET S, OPEN D5, GET QUICK 
DRAW MCGRAW, U, U. R. D. R. D, R. U, L, GETT, R. U, GET H, 
GET T D, R, U, R, GET T, R, GET M, R, GET H AND KZ, L, L, D, 
GET J. L, D, GET H, D, R, D h R, U, GET T, OPEN D2 AND 
RESCUE BOO B00 F GET PB, P, D, L, U, L, L p U, L, D, L, D, D, L, 
L L, GET K6, R, R, R r U, U, R, U, R r D, OPEN KG AND RESCUE 
SNOOP AND BLABBER, U, U, L, U, L r U, L, GET K3, R, D, R, D> R, 
D R 0 R D, U, U, GET M, U, L, GET M, R, R, GET M, D, GET M. 
U, R, D, GET T, L, D, GET M, D, R, OPEN D3. YOU HAVE NOW 
REACHED THE "GREED MONSTER" 



GEMS 

A few quirk gems are available from Jan Elliot and Matthew 
Gates of Slade Green and without further ado and with im- 
mense pride and pleasure we present you the tips that reach 
places (That's enough of that! Ed) 

If you put a heavy weight on the CONTROL and the S key in 
PKJ-CF'PIE then it might ho slow but most of the time it 
disables the timer. 

By driving into a skip on your bike in DESPATCH 
RIDER it gives you another place to pick up a package. 

During the bout against the BRONX BOMBER in FIGHT 
NIGHT, guard yourself well and throw few punches. If you 
have more points at the end of round three than him then he 
will be knocked out. 

In ROGUE instead of pressing T tor the map press 
OPTION. You can still move about but It is slower, 

On level 8 of HENKY'S HOUSE climb the ladder 
between the moving spiders. Keep pressing the space bar to 
pause the game until vou have stopped It Just as it £oing up. 
Push joystick to the left and take off the pause, Run like hell 
and take the cross. 

If an alien boards your ship in RESCUE ON PRAC- 
TALUS and the mother ship is in the area, press B for the 
booster and the eraft will swerve about a bit but In lime climb 
and kill the alien In space. 
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SpcCCs 



How lu get the knucklebone: Tate mandrake 


Name Sanity 


Description 


Learning 


Focus 


How to Jearn magik; ffftirf scrotf 








place (object} 




How to find prism: Cut the mirror with the ring 






















How to read parchment: Cast ELY m yourself 


DOW 


TOO 


Examines If target is magic pendulum 


pendulum 


How to get armour: Bury knucklebone, skull and hones with a 


MAD 


100 


Makes target mad 


table 


grime ire 


shove! 


SEE 


100 


Detects secret doors 


lab 


feldspar 


How to get sword: Pull the lever 










lens 


How to pass werewolf: Carry the wolfsbane 


FIX 


91 


Cure target 


tapestry 


valerian 


How to be young again: T ouch the Red Moon 


FIN 


91 


Turns mail-wearing target 


Silverman 


Silverman 


How to pass slug: Throw salt at it 






into a fish 






How to get staff: Cut vine 


BOM 


81 


Brings things to life 


clock 


trumpet 


How to we in darkness: Ruh eyebright flowers in your eyes 


KIL 


61 


Makes target go berserk 


wargame 


axe 


How to get balls: Take the monkey to the cold store. Search The 


DET 


71 


Detects dangers 


priest hole 


eldars cross 


snow once the monkey has gone 


XAM 


71 


Examines magik properties prism 


prism 


Secret doors?: In oak panelled corridor and in the study 






of target 






How to get wheel: Hypnotise the but 


ZEN 


61 


Takes you to the mists of 


parchment 


mirror 


How to get silver mail: Give robes to the Golem 






time 






How to kill spider: Cut the web 


SPV 


61 


See room where target is 


statue 


candle 


How to pass Bloodworm: Carry bat 


ESP 


51 


Look into room in any 


front door 


crystal ball 


How to pass Gargoyle: Tel! it the answer of she riddle f=fear) 






direction 






How to pass Moon beasts: Wave mirror 


FLY 


51 


Makes target fry 


ominous 


broom 


How to enter stone room: Cast ESP spell at door, cast BOM at 








chamber 




idol, cast ESP at door, east HYP at idol, east ESP again and say 


ZAP 


41 


Lightning strikes at target 


wargame 


ashes 


"idol, open door" 


DED 


41 


Cancel oil spells 


altar 


wheel 


How to beat Myglar: Cass ZEN, then east DED 


SAN 


31 


Makes target sane 


plaque 


claw 


How to gel lo Monehengc: Cast BOM at the picture 


IBM 


31 


Makes target fearful 


blue box 


blue box 


How to get to other plain: Rub the Talisman 


HYP 


21 


Hypnotises target 


inscription 


staff 



MORE TIPSTER ^ 



HERE COME 
THE GOONIES 



CRYSTAL RAIDER 




walls 

possible 
exits 

rooms in 
darkness 



As promised last i&sue here is the solution to The Goonies Irtim Nick Fartey of 
Bourne in Leicestershire. II ifi.n l. backwards because I've written ii backwards and its 
irtcomprebensrrjle so it* forwards rm alraid. 

Level 1 

Move man along 2nd platform and up 1he ladder. Run led and jump over the chair 
and push il right till it is under the ladder. Jump an il u chair, climb the ladder and go 
righl to the printing press. Stand in from of il and it will spit oul money and Ihe bad 
lady will colled it. Leave the man by the press and press lire. While ihe lady is 
collecting the money move the man down the ladder and run tell and jump at the 
wate- The tire w ll go out and the hole will be revealed. Go down it and press fire. 
Just as a piece of money fads Tram the press, run down quickly to 1he fireplace . 
There should be enough lime tc get thtru but it is very hard Go down the lirriplace 
and run right down the tunnel. 

Level £ 

Flun past Ihe falling boulders by pushing against them when they are down. Move 
on to 1hp Mil and drop dowr tc 1he bottom oF the screen and run left to a corkscrew 
lype thing .This litis anol'ier boukJcr) Press tire and dodge the boulders. Go down to 
Ihe lilt and go left Dnlo the barrel. Press rig hi 10 travel left and stop by lh& pan 
dropping water, Press fire and move man to the far left on Ifre platform so he is safe 
from bats. Press fire and press right, dodge the water falls and jump onto the bank. 
Jump onlo Ihe mound and travel along the pipe and collecl lh& Key, Move both men 
to opening which has just opened. 

Level 3 

Go right and go up ladder and move so lhat you're not under a gas spitter. Press 
fire, move 2nd man to same place as ftrsl man. Climb ladder and jump gap and 
climb another ladder. Jump inlo pipe and climb cross Press lire. Go nest to lirsl gas 
lap and stand in Iront of it. Press Tire. Go down ladder and climb up half way on the 
next ladder. Press fire Climb up the ladder. Jump left and go down Ihe ladder and 
go to ttie pump. Press lire, climb the ladder and operate pump. The pipe will btow up 
and you must go ihrough it. 

Level -4 

This is a very hard level. Keep the ball moving, when you jump on strings the cover 
on a hole d^appears and ihe stopper at the end of the platform comes up. Let the 
ba I roll aroufid the lop level using the siring. Press lire when it is safe and move the 
other man down lo Ihe next level Press lire, let the ball fall down the hole. Press Fire, 
keep it rolling around the level while you move 1he other man lo the 3rd platform- Let 
it tall down the hole and ncop il rolling on the 3rd platlarm till you gel a man to the 
very bottom ol ihe screen and push Ihe lever, A bar irom Ihe exit disappears. Do this 
tfiree times and escape Ihrough 1he holes where 1he bars were. 

Level 5 

This level is loo unpredictable lo explain accurately. Whal you have lo do is move 
skulls to 1he bottom righl lo form a ladder before they become skull flies, When you 
jump an bones on the ceiNng the ladders disappear or reappear. If you go through 
the big skull's moulh you appear a1 1he top right of the screen. tlUOugh its left eye 
you end up al Ihe bottom left of ihe screen and if you are a: ihe lop r gnt of the 
screen and keep gong ngh! you end ud at tl"e r ighl eye. Climb the skull laodcr and 
go down ihe tunnel to escape. 

Level G 

When blue blobs fall on ihe coloured notes 1h& platform of the same colour 
disappears. Move to the bottom middle al ihe screen, move up a ladder and jump 
antD the bone above il The ooor disappears. Press lire, move down to Ihe middle 
bottom of the screen and go Ihrough the doorway. You will appear al ihe top rig hi of 
the screen. Work your way downwards by the small platforms and go to the bottom 
right of Ihe screen, Jump onlo the bone. Press lire, move the man down the ladder 
through the open gale arid down the semen in ihe same way as belore. Jump on to 
the small white plalform and then onto 1he bottom righl platform. 

Level ~7 

Muve bolh people righl and on 10 the ladder. Move one man up to ihe top of the 
ladder and |ump him on to the bars up the olher ladder and across the pipes going 
left. Jump on to the nghl pinball springer and keep jumping fill you grab onto ihe 
bone which drops a box into ihe water. Press lire, move the man on the ladder and 
push the box until ii is under Ihe bone. Jump into 1he bo* and jump Dnlo Ihe bone. 
This releases Ihe lett pinball spnnger. When you jump on it the octopus goes down 
into Ihe water Jump ou1 af the pinball b\'. and jump into Ihe tunnel past the adopus. 
Press fire and move the door man to ihe same place. 

Level B 

Go up :he by adder and walK right until you get to ihe masl. Go down ihe ladder 
and jump an io the sinng. Press fire, go up the long ladder and down 1he firsl open 
trapdoor. Go to the ladder and pull the chain. Press fire, go up 2 ladders and down 
the shod ladder to be by the lall per so n Press lire, go oown next short ladder and 
go across and pull Ihe chain. Press tire go down Ihe ladder and Ihrough ihe open 
irap door. Walk right and climb all 3 righl ladders. Push chesl off the ledge To kill 
ihe lady (when you do tNs make sure you are the lall person or she will kill you) go 
down to the bottom ol Ihe ship and climb all 3 ladders on the Jell, and pull ihe string. 
Press lire, go down 1he open trap door io the chain wiih the other person on i1 and 
lump on it. Press tire. |jr p 0^' the chain and go UO 1he 3 adders on Hie left. Go 
across to the masl and go down the ladder so you don'1 taf dawn ihe hole Press 
fire> move up the first 2 ladders on the right. Jump on lo the sail doom on, Ihe masl. 
Press fire, move Ihe lever. Press fire, go onto Ihe deck, wilh the chest on it and move 
Up 10 the Chesl Press fire, go down the trapdoor and up the 3 ladders on the right 
and move over the chest, You will now get a nice ending picture because you have 
complet&d The Goonies. 



HOW TO HANDLE YOUR CHOPPER 

Andrew BLrnHngh.ani |>cc yon don't have to Ihrcart-n me with a 
Joystick!] from Cambridge lias some tips for the helicopter sim 
TOMAHAWK ilmt complement those from last Issue. He 
savs thai when yuu shad don't take off. raise your thrust and 
collective but stay on the ground. Put your weapons on the 
tracking "square" and use your rudder to turn through 360 a few 
limes and walch for enemy tanks and choppers on it. When Ll 
locks on gel it in your sights and now lake off and hover a couple 
of feet off the deck and fire, Mow land and fly around around on 
the ground by pushing forwards on the joystick and by using the 
rudder to steer yourself. When you find another enemy fly up to it 
Lover and <:y.v /■ . ym: cm hover hi front of an runny lank and it 
won't shool back! 

That wraps up this Issue apart from the help that people need 
before they start gnawing their own anus and legs off over a 
game that you have completed . Do the right thing send 'em hi 
[letters that is, not arms and legs). 

Sherman Hill of Burton -on-Trent asks the question "When Is 
the Atari ST version of Zeppelin's megamighly game 
ZYBEX to be converted?" Well as for as I know they were 
never going to do a conversion but you could change their 
minds If all you STers [that includes me as well) bombard 
them with letters asking them lo do a conversion (Zeppelin are 
going to love me for that onef] 

In answer to David Hurst plea for help with SPELL- 
BOUND all I have to say is look at issue 42 lor the solution, 
Su Tutcher of Stanlord-Le-Hope wants to know if there is a 
way to skip levels in Drelbs, 1 don't know but one of you lot 
does! 

THE HULK and STARCROSS are proving prob- 
lems for Robert Rekh He can only go into two rooms in The 
Hulk and gets killed if he goes outside and in Stareross he can 
only get to 3 rooms. Come on get moving you lot! 

All that Is left for me to do now Is to hope that you had a 
Merry Christmas and that you have a happy and prosperous 
New Year. 

Oh no it's that address agaln!ET! 

THE TIPSTER 
NEW ATARI USER 
P.O. BOX 54 
STAFFORD 
ST16 1DR 
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XL/XE GAMES 

OKAY, SHOOT! 



Robert Patrice felt there 
was not much software in 
his native France so he 
decided to shoot his Atari! 

After Nintendo and Sega released their lighl fjiir, some 
friends of mine asked me about the same thing on the 
XL/XE. After sea reining for a good while I succeeded in 
obtaining a light gun and software and have now tested all the 
programs available. I have decided to write this article to 
answer questions about this product, the most frequent one 
being Is It worth buying? \ (For those of you who want to know 
my opinion without reading all the software appreciations, go 
directly to the conclusion!}. 

BANG, BANG! 

I will begin with the light gun package. Well, well, well, this 
box contains a grey light gun with cable and the "BUG HUNT' 
cartridge. The light gun has a very modern form and is rela- 
tively precise, but the Bug Hunt program is awful and unplay- 
able. So, forget this game. Yes, I know. It's a bad beginning, 
but don't cry, because here comes the greatest! 

Have you ever heard of CROSSBOW? You probably 
knew the arcade version who appeared in 1983 under the 
Exidy label and discovered the VCS version adapted in 1987. 
But did you see the 8- Bit version? Probably not. but let me 
explain how great this game is. i dtdnt even know that this 
game existed until 1 saw the title in the B & C Computervision 
catalog, so I ordered it iroin Lhe States and got It some months 
ago. The XL version has the Atari copyright since 1988 under 
the Exidy trademark, 

Imagine a game on cartridge with 8 action screens plus the 
map screen plus one beautiful presentation screen. That's 10 
screens In 16KH1 And what screens!! Each is full of colours and 
sprites at which you can shoot . The aim of the game is to 
escort your friends into the danger zones where loathsome 
creatures try to kill them. The 8 danger zones are respectively: 
the DESERT full ol scorpions, vultures, snakes, rabbits and 
ants; (he CAVERNS with bats, Stalactites falling from the wall, 
ghosts; the VOLCANO and his burning rocks and lava- the 
JUNGLE with monkeys throwing coconuts as well as voracious 
plants; the VILLAGE which has the most important quantity of 
enemies with gliosis, wolves, the evil master and people 
appearing at windows and shooting at your friends: the RIVER 
with bouncing boulders, pterodactyls, spies, fishes, alligators > 
frogs and birds: the DRAWBRIDGE in which you must avoid 
the archers' arrows, the pterodactyls, the alligators and open 
the drawbridge and the CASTLE 11ALL which is the final scene 
where you must avoid the dragon's fire breath as well as 
arrows Hying from the walls. 

As you may now have understood, this game is really great 
and although one of (he rarer pieces of software for your 8-bit,. 



it is perhaps one of the greatest games ever! 

BARNYARD BLASTER isn't so rare but Is the 
aeeond best game for the Ugh! gun. This title has been desig- 
ned by K Byte for our 8- bits and has been available since 1987 
on cartridge under the Atari trademark. The action takes place 
in a farm and you have to shoot critters, bottles and vaniiits as 
well as vegetables. This game is addictive and funny as you 
have to shoot fixed bottles on a fence, then moving bottles 
thrown by a farmer^ vegetables in the field, and many animals 
in the barn. So, that's about 4 action screens. Animation and 
colours are well realised. 

CRIME BUSTER 3b another kind of action as you are 
a detective and have to kill gangsters. In the first screen, you 
are in a car on the road and are overtaken by other vehicles. 
Some of them are driven by gangsters who shoot at you, so you 
have to destroy them by firing on directional arrows in the low 
part of the screen indicating the direction of your shooting 
I jij1':-1s, Then you arrive in a quarter full of gangsters on which 
you must fire, but you have 12 sections in the city to clean 
before ending your mission. It's not a great game as you have 
to be very precise in the first screen when shooting on arrows, 
but it is an Atari trademark game and has many screens and 
each quarter is different. 

SHOOTING DISKS 

Well, we have now seen all the cartridges available for the 
light gun, so let's have a look at game disks. 

LIGHT GUN BLASTER is the only public domain 
game using the light gun. It was first published in the Febru- 
ary 1988 issue of 'Atari User' and is now available in the Page 
6 PD library on the Pedrokko disk- All you have to do in this 
game is to shoot the most common coloured squares among 
other coloured squares. Pedrokko has redesigned the game by 
including a gun sound FX created with Parrot 11 and, as he 
says, the 'Dirty Harry's 44 Magnum 1 . 

The latest game r have tested tor the light gun comes from 
Italy and is "called GANGSTER VILLE from a software 
house called Lindasoft. This game has been written in Basic in 
1968. The aim of the game as you may have guessed from the 
title is to kill gangsters located in different places. Among the 
screens I have seen, the action takes place In an hotel, bank, 
house covered by snow, casino, post and so on, but I haven't 
been any further because they got me before U 

CONCLUSION 

If you can put your hand on a light gun package, do not 
hesitate, especially if you can have CROSSBOW and 
BARNYARD BLASTER, which will boost the value 
of the package!! As you have probably understood, the light 
gun alone is not worth having but the light gun with the two 
above cartridges is really a great deal which will bring you 
hours of fun and entertainment. If you can try all these three 
elements, you will understand what I mean!! 



New Aluii Us-ci - Issue 54 



33 



Ian Finlayson's 

5 







USING 

RANDOM 

NUMBERS 



My subject for this article is random numbers. It is 
quite short and not too difficult, but like many sub- 
jects that seem straightforward it is possible to get in 
a muddle if you do not understand the basic principles. For 
convenience I will use the term "random number" throughout 
this article, but what I am really talking about are "pseudo- 
random' numbers. Mathematicians are very fussy about true 
random numbers and the generation of sueh numbers is a 
science in its own right, but for us the numbers generated by 
the Bask: "RND" operator should suffice - unless you want to 
create a set of random numbers for a premium bond draw or 
some such project and then you will either have to study the 
matter In great depth or pay for a set of random numbers to 
suit your purpose. 



THE RND OPERATOR 

Alari BASIC gives us a random number generator in the RND 
operator. The operator has to have a dummy variable with it 
which Is usually set to zero* though any number will do. so the 
expression to use is RND(O). This returns a random number 
IxT^een zero and one which Is never equal to one. Thus it Is 
quite easy to make a whole list of random numbers between 0 
and 1 each with nine decimal places. Try typing ?RND(0) and 
see what happens - you will get results like: 

0.390884399 and 0. 657 5 16479 and OT 89633 178 

This is not very practical, so I will go on to show how to get a 
random number in the range 1 to 10, First multiply by the 
required ran^e of numbers in the series (in this case 10): 
RNDtO)* 10 - this gives a random number with 8 decimal places 
In the range 0 to 10 {but never quite equal to 10]. 

Next turn it into an integer: 1NT{RND(0]*10] - this truncates 
the number deleting everything after the decimal point, so we 
now have random whole numbers in the range 0 to 9. 

Finally add one and the result - INnRND(0)*10)+l - gives 
random whole numbers in Oie range 1 to 10. The same ex- 
pression can be used for any range of whole numbers by 
replacing 1 with the starting number and 10 with the range of 
numbers you wish to generate. 



PICKING NUMBERS 
FROM A SERIES 

Now we know how to pick a single number randomly from a 
predetermined range of integers, but often we need to pick a 
series of random numbers without repeating any, as you 
would if you wanted to call the numbers for a game of Bingo. 
Kach numbes can be selected using the technique shown 
above, but It must then be checked in some way to ensure it 
has not come up before. If it has already been picked it must 
be rejected. 

One way of ensuring that a number is not chosen twice is to 
set a flag to indicate when It is chosen the first lime. If we look 
at a series of 100 numbers (1 to 100) we can set up a series of 
variables FLAG(l) to FLAG(lOO) to show when each number is 
chosen. The variable must be initialised to zero at the start of 
the program to show the number is available and must then be 
changed to one if the number is chosen. Look at Listing L. I 
will not explain it line by line, but it does exactly what I have 
described above and generates a set of numbers in the range 1 
to 100 in a random order t using, each number only once. Run 
this program and you will see the problem wiUi this method- It 
starts choosing numbers very quickly but slows down as it 
goes on. This is caused by the numbers being 'used up" so 
that the random number generator is more and more likely to 
choose a number that has been used before. When it gets 
towards the end, let us say when ninety numbers have been 
chosen, there is a 90% chance of choosing a number that has 
been used already so the program has to loop several times 
before it finds a number from the unused ten remaining, This 
situation gets worse as we approach the last number in the 
series. 

There is, fortunately, a way to get away from this problem and 
that is to remove numbers which have been chosen and thus 
reduce the range of numbers from which the next selection will 
be made. This means we are always selecting a number from a 
range of numbers which is equal in size to the numbers left. 
Listing two shows a way of doing this. Again it is written for a 
set of 1 00 numbers. What I have done is as follows: 
Lines 10 and 20 - make a set of numbers from 1 to 1 00 in the 
variables NUM[1) to NUM(lOO) and set the variable RANGE to 
an initial value of 100. 

Line 30 - generates a random number PLACE between 1 and 
RANGE. 

Line 40 - prints to the screen the number stored in the 
variable NUM (PLACE). 

Line 50 If PLACE is the last position in the range forget it 
and jump to line 70 where KANGE is reduced by one. 
Lines 60 and 70 - If the chosen number is not the last in the 
range it is replaced by the last number in the range arid then 
RANGE is reduced by one. To explain that another way, the 
last number is moved to replace the number just used and 
then the last place in the range is deleted. 
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DISK BONUS 



HO 1 REM WHU KHKMMXXKXMKMMXHMKHKmC HHH 



CP Z REM * TUTORIAL SUBROUTINES * 

FB 4 REM * RANDOM NUMBER** 1 * 

HU 5 REM # by * 

CO 6 REM W Ian Finlayson * 

OG 7 REM - * 

GB 8 REM * NEU ATARI USER - FEB 1332 * 

UU 9 REM M MHMW MWMKMHM M M MMM MMMMMMMMKW HWW 



NJ IB DIM FLAG C I ff 43 J 1 J FOR NUM=1 TO 188 ! FLA6 

CNUMJ-QiKEHT NUM 

HI* 2& FOR COUNT=l TO 180 

VG 38 N U K— INT C R H D CIS *± 88+11 

VH 48 IF FLAG CHUM3 Ofl THEN 38 

PI 58 FLAG t KUM3 =1 

LK G8 ? NUM 

MC 78 NEXT COUNT 



MO i REM MKKKMKXWXH W HW M MMKmC I CmC I CMMMMMMW 



CR 2 REM » TUTORIAL SUBROUTINES * 
GE 4 REM * RANDOM NUMBERS 2 * 
MU S REM * by * 
CO 6 REM * Ian Finl ay son * 
OG 7 REM * « 



GB 0 REM * NEW ATARI USER - FEB 1992 K 

HH ? REM XXMMMKMMMMMXMMMXMXMMMMXM ' MXM WMM 

MG 10 DIM NUM f 100 ) 

OL 20 FOR CaUWT-i TU 188 : NUM tCOUHTl =COUN T 

: NEKT COUNT : RANGE - 10 0 

15 30 PLACE = INT (PHD CO) GRANGE) +1 

EH 40 ? HUM (PLACE) 

HT 58 IF PLACE-RANGE THEN 78 

JB GO HUMtPLACE) =MUMCR6MGE) 

ZH 70 PANGE=RANGE-1 

BM 30 IF R (INGE = 8 THEN END 

S I 90 GOTO 30 



Line 80 - checks to see if all numbers have gone and if so end. 
Line 90 - jumps back to line 30 to find the next number. 

If you run this program and compare the time it takes to the 
previous one you will set- thai it is nearly twice as fast. If you 
then change the overall range to a thousand in each ease and 
time them again you will see the real strength of the second 
method. It Is much faster. With this method the time the 
program takes to execute is approximately proportional to the 
range of numbers being processed (ten times as many num- 
bers take ten times as long) while with the first method, the 
execution time gets very long with quite small increases in 
range. 

I hope I have made the use of the RND operator a little 
clearer. The second listing should be very easy to change to 
meet specific requirements in your own programmes. 

Finally I must end with an apology, I am certain that I have 
lost some mail that was awaiting action and I think there may 
have been one or two letters from you amongst It, If you have 
written to me with a query and have been waiting more than a 
month for a reply please do not continue to suffer in silence. 
Write again and I will reply, The address is still as follows: 

Ian F Inlay son t 60 Round stone Crescent, 
East Preston, West Sussex. BN 16 1DQ 



PIPELINE 




by Chris Guise 

A thought provoking challenge 
that tests your wits in completing 
a pipeline as time runs out 

The object of Pipeline is to complete a pipe from one side of the 
screen to the other within a set time limit. You have certain 
sections of the- pipe in place and you must figure out the course 
of the pipeline by using various angles and straights available. 
Sounds simple but when the time ticks away and the design is 
complex you will begin tearing your hair out! 
The program itself contains full instructions on how to play but 
there is cheat mode which will give you infinite time - it's up to 
you to discover how to activate it! 



PIPELINE is the BONUS on this Issue's disk which else- contains 
Alt of the programs from this issue ready to run - no tedious 
typing! Disk subscribers will have received their disk with this 
issue but you can purchase the disk separately for just £2.95! 
Order from PAGE ft P.O. BOX 54, STAFFORD, ST16 WH. 
Send a cheque or P.O. or order by telephone using your credit 
card - telephone 07&5 213928 



NOTE FOR 400/800 USERS: The mtro screen on the 
issue disk does not run on these machines, As the disk boots 
a jumble will appear on screen, just press START and you will 
go straight to the menu. You can replace the AUTQRUN.SYS 
file on the disk with one of your own to run the menu if you wish. 
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TALES OF ADVENTURE 





Now that you have triumphed over all the trials 
and tribulations of Zork II, after a short well- 
earned rest, you will want to send your adven- 
turing ego, once again defenceless and unpre 
pared, into the unknown realms of Zork III. 
On power-up you will find yourself aL the bottom of an 
endless stair, with the ole faithful brass lantern at your feet. 
You were at the top of this same stairway when you completed 
Zork D. You soon find a sword, but unfortunately, It is embed- 
ded in a large stone and despite all your efforts you cannot 
wrench i< free. So feeling very wary nnd rather timid your 
adventurer begins its wanderings around the unmapped eaves, 

The completion of Zork HI wtU see you graduate from a 
lost, wandering adventurer to a full biooded Dungeon 
Master and Enchanter. Not that you will be any the 
less lost when, or if, you start the next game. Enchanter. Some 
people are just gluttons for punishment! 
So in Zork III you need to gather all the accoutrements of a 
Dungeon Master, a staff, an ancient book, a strange key. a 
hood and eloak, an amulet and a ring. Onee you have all these, 
the old Dungeon Master - who wishes for nothing else but his 
retirement - will let you through the dungeon door to solve one 
last puzzle in order to complete the game, your reward is to 
become the new Dungeon Master and custodian of the 
Dungeons of Zork. He then flies off to Santa Ponza, for a long 



ZORK III HINTS 



1 . Can't get through beam room :-DRO WSH TIW MAE BKC OLB 

2. Can't get the chest :-HA WON AEP ORO TTS EHC EIT HA WDN 
AEG DEL OTE POH BMI l_C 

& Can't get back up the cliff :-NIA GAT I AW DNA EPQ RTE G P 

UD£ LLU PNE ESS AHT SEN CEH THE TFA 
4, What do you say to the viking > HO LIA SOL LEH 
5- Can't get hood and cloak :- D OQH EVO MER- HGU ONE KAE 

WSI EHN EHW, FFO MIH HSI NIFTON OOT UBD HOW SHT IWN 

AMLL IKE PYT 

6. Can t find secret door >DAE REM IHE VIG NA MDL OPU EKA W 

7. Can H t get the jewels ;-677 DTLA IDTE SON AMO ORL EWE JEN 
TOT ENI MCA MDL OGE HTH SUP 

8 Cent gat b&ck :-S490 TLA IDT ESEN IHC AMD LOG FOT AES R 
EON UGN IRE DIH M UES UMO TOG V AW A OGS DRA UGL LIT 
NUT IAW 

9. What dees the mirror de > S NEP ORO RRI MMO ORN OTT UBN 

INO TTU BSS ERP 

10. How do you move the mirror >T SEW OGN EHT HTR ONS TNI 
OP WOR RAL LIT UNL EN A POE RH5 UPE LOP TFlO HST RL 

11. How do you gel past the guardians :-LAI VEH TFO STN ETN 
OCE HTW OLL AWS 

12. How do yoy get ihe torch across the lake ;-DIL ESO LCD NAT 
SEH CVT PMEEHT NIT PTU p 

13. Whats the final solution :-HTU OSO GDN AYE KEGN ART SHT 
IWH OOD EZN ORB KCO LNU NOT TUB SSE RP.M .DLL ET 10 
TLA IDT ES.M .DLL ET ROO OLL ECE SOL C-LL ECO TNI OG'N 
OTT OBS SER P\M,D LLE T ERE H YA TS'H ETS AMN OEG 
NUD LLE T 40T LAI OTE S 

14. Can't find the amulet :-ONA SEH TNI YNI HSG NIH TEH OSE 
ESL LIW UOY EKA LEH TFO MOT TOB EHT TAT SEH CEV EIR 
TER OTE VID UOY NEH W 



and overdue vacation In the Qcsh-pots of Spain, leaving you In 
charge of the dungeons for eternity, or at least until you find 
another sucker to take-over the tedious job! 
But first, you need to obtain the six items required and to find 
the way to the Dungeon Masters door. This is concealed 
behind a secret entrance which will only reveal itself by an act 
of charity to an old tired man. He appears sound asleep in fact, 
and he wakes up feeling rather hungry, 

You will find that there are more characters to deal with 
In Zork III than in the previous two games. You've met 
the annoying but useful thief in Zork I, the totally 
irritating Wizard, the inscrutable Gnome of Zurich and the 
elusive Princess in Zork H. Here you will have to contend with 
at least five characters, and dodge some irate guard s r The first 
person you meet does not appear, initially, to be very trustwor- 
thy, but you will discover that you have to trust him with your 
life as well as your newly found treasure. You need his help to 
get the chest and yourself up the cliff, he then opens the chest 
-which you can t do - takes the contents - which you don't like 
- and leaves you a staff - which you do like! 
A walk along the shores of the Flathead Ocean, will not only 
give you a breath of invigorating fresh air, but may reward you 
with the sight of an ancient Viking Ship, and an equally 
ancient Viking sailor hailing you. give a gay greeting in reply 
and you might goad him into throwing something at you. 

Back In the land of shadow you will be confronted by a 
hooded stranger (THE; hood and cloak perhaps}. Now, 
amazingly as if by magic, the unattainable sword zaps 
Itself into your hand and you lunge Into a battle to the death, 
but control your lust for blood, a fight is necessary but to win 
this one you mustn't be too violent. 

The amuleL and key you find south of the creepy crawl if, after 
a dip In the lake, you go down into a dark place where Grues 
abound. You need more than the old lantern, and the solution 
to this lies on the west shore of the lake. The problem is - how 
to swim the Lake whilst holding a flaming torch, without 
getting it wet and dousing its light. The answer may be in 
something you thought was useless after it had been emptied. 

You will experience an earthquake, which amongst other 
things destroys the Aqueduct and also opens a passage 
beside the great door which leads into the museum. In 
the museum is the Royal Puzzle, which is my favourite puzzle 
and solving it rewards you with the ancient book. Remember 
the marble walls are solid and the sandstone walls can be 
pushed. You have to push the blocks of sandstone around to 
find one that has the ancient book hidden under it, then you 
have to find your way out. You came tn via a hole in the celling 
and you caunoL gel out (hat way. or can yon? You notice that 
two of the blocks have a ladder attached to one side. But is it 
possible to manoeuvre a ladder under die hole? Remember 
that to move a block south you have to get around to the norLh 
side of it and push. Two immovable blocks of marble alt In the 
middle of the puzzle, to make it that bit harder! There is an 
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easy way oul bul ;he price Is the 
ancient book and you can't 
afford that. So you will have to 
persevere and find out how to do 
it the hard way. 
Back in the museum you lind 
the Crown Jewels (would a ring 
possibly be part of the Crown 
Jewels - seems likely) amply pro- 
tected by a steel cage. In the 
Museum of Technology you find, 
amongst other things, a weird 
golden machine. The ring you 
need, but the cage ia impenetr- 
able. Wouldn't it be nice if you 
eould travel back in time, to be- 
fore the cage was built? The 
cage, apparently, was built to 
proteet the jewels after a das- 
tardly attempted robbery [ 
wonder who that was! 
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ROYAL PUZZLE 

BLOCKS T»nd £ HAVE LADDERS 
BLOCK r 14 MOVED UNDEfl 
HOLE 60 TOO CAN CLlMfc UP 
LADDER AND OUT 



ZORK III 



jua|>|Kd by Linda Naismilh 



HALLWAY 
GUARDIANS 



BOOM 



NAfiROW . INSIDE I 



HRRDfl 



HARROW 
ROOM 



HALLWAY 



BEAM ROOM 



HAIRPIN 
LOOP 



SUTTON 
ROOM 



▼ ow you have all six items 
I^M and If you have been 
A « kind to that old man you 
should know the way to the 
Diingeon Masters door, That is if 
you can get past the beam trap 
and the mirror trap and worst of 
all the guardians!! You would 
really have to be invisible to get 
past them! 

Here you are at last wearing the 
hooded cloak, a large flashy ring 
on your finger, a strange amulet 
around your neck, with an 
ancient book tucked under your 
elbow, clutching an old key and 
leaning heavily (for your adven- 
turer Is pretty knackered by now) on a staff, knocking on the 
Dungeon Masters door. He opens a wee peephole in the door 
and scrutinizes you W make sure that you fulfil all the require 
ments. If satisfied he will then open the door and let you in to 
face the final challenge. He Is perfectly willing to help you as he 
is keen to be off on his cheap rate holiday to Spain but beware, 
a mistake here can send you into a terrible fiery pit and yet 
another untimely and painful death. 



cuff 

BASE 



LEDGE 



MUH 
STAIR 



EHSRiVNflS 
ROOM 



CLtFF 




BARREN 






AREA 



JLIfiCTION 



DAMP 
PASSAGE 



DEAD 

ENID 




A 



gain 1 have included some eoded clues. The rode is 
simple - Just read the clues backwards and hopefully 
they will help you if you are slLick. The intention of the 
coding is to deter you from reading all the clues at once and 
thus, perhaps, spoiling your enjoyment of an excellent game. 

Have a great adventure within the world of Zork III, Next time, 
perhaps. 1 will tell you about the fumbllngs and stumblings of 
an Inexperienced Enchanter, 



by 

Linda Naysmith 
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KEYMATICS 



^F^P eymatics is a fairly short program which gives you 
B^L stunt: men Lai arithmetic problems Lo solve. [f'Lhis pros- 
^■j^k* pect sounds loo a will I lo contemplate you can always 
change the questions , which are stored as DATA statements 
from LINE 5010 onwards. The existing questions are mainly 
suitable for ages 1 1 upwards. 



USING THE PROGRAM 

When you run the program you will see 25 brown doors, 
arranged In 5 rows and 5 columns, on a Graphics 1 screen. 
You move an arrow around the screen with a Joystick, If you 
push against a door and press fire, a figure 1. 2 or 3 appears 
in place of the door: This tells yon the number of questions 
you must answer correctly In order to '"win" the spare. The 
maths problems appear in the lower part of the screen. To 
answer a question just type a number (no letters) and press 
return. If you are right the computer will cither go on to the 
next question or put a gold key on the screen where the door 
was. The space is blanked out if you give a wrong answer. You 
can go on and select a new door provided you have a green key 
to open it: You are given 10 of these to start and you need one 
for each door. The top row of" the screen shows how many are 
left at any stage. The game ends when you get a row or column 
of 5 gold keys (you win] or when you run out of green keys (you 
lose). 



PROGRAMMING DETAILS 

Screen Display: LINK 2010 alters the Graphics 1 display list 
instructions to put 4 Graphics 0 lines on the screen. This is 
done by putting in 2s (the Graphics 0 text instruction) instead 
of 6s (the Graphics 1 tcxL instruction] iti certain display list 
memory locations. Hie questions are then poked onto this part 
of the screen using the subroutine beginning at LINE 400. This 
leaves the text window free for printing the player s answer 
plus the right /wrong message. It also means that fairly long 
maths problems can be used without cluttering up the screen 
and that long questions and answers can appear on the screen 
at the same time. 

Arrow Graphic: The 4 arrow positions {i.e. facing East, South, 
West and North) are defined as user graphics using the char- 
acters { ) * and + . These appear consecutively in memory and 
are represented by CHR$|<10) to CHR$(43). LINE 2160 defines 
a variable "G" as being equal to 1 (for East), 2 (for South). 3 (for 
West) or 4 (for North) depending on the direction in which the 
Joystick is pushed. The arrow printing routine then prints one 
of the characters - CHR$ 40, 41, 42 or 43 - according to the 
value of G |viz. ? #6.CHR$(39+G)L 

Number of Questions: The number of questions per door is 
determined by the variable NN in LINES 2240-50: NN is LniUa!- 
ly set at 1 but may increase to 2 or 3 depending on the value of 
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by 

Ann O'Driscoll 



the random number "R" generated in LINE 2240. To stop a 
really unlucky person getting loads of questions, a limit of 5 
each is put on the 3s and 2s. This means that the maximum 
possible number of questions per game is 25 {5 X 3 plus 5 X 
2); this Is why the DATA list has 25 problems in all. 
Changing the Questions: The maximum number of questions 
(N"9) and question length (LQ) are set up in LINE 30 and the 
questions and answers are stored from LINE 5010 onwards. 
The present listing allows for numeric answers only. If you 
want the program to accept string answers instead you'll need 
to DIMcnsion two new strings - one for the answers and one 
lor the user input - at the start of the program. You'll also need 
to change the references to 'ANS" and TRY" in the question 
asking routine at LINE 2300. For instance, if your new strings 
are ANS$ (for question answer) and TRYifc (for player answer) 
just change TRY" toTRY$ and "ANS" to ANS* in LINES 2310 
to 2340 and leave out the STR$( ) in LINE 2340. 
Detecting Wins: The doors arc located on the screen at rows 
1. 3, 5, 7 and 9 and at columns 4 h 6, 8. 10 and 12 (set up in 
LINE 2020). Two numeric arrays - C (for column) and R (for 
row) are used to keep track of the score. The variables X2 and 
Y2. determined by the joystick movement routine, are the 
column and row co-ordinates of the "current" door. LINK 2280 
adds 1 to the X2 and Y2 arrays when a door's questions have 
been answered correctly; a v r alue of 5 in an array means that a 
line of 5 doors has been won and then the win message (LINE 
2600) is called up. 

That's about it - 1 hope that you enjoy using KEYMATICS and 
also that the above account of how the program works might 
be of help if you wish to use some of the routines In programs 
of your own. 
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EI 1 REM MWMK HM MMMMKM M attMMMH MW MUMJ ' fM'HH M HM 

OK 2 REK * KE YMATIC5 * 

RQ 3 REM » by * 

5ft 4 REH «• Ann O'DriscQll * 

EC S REH * * 

TI 6 REM * HEM ATARI USER - FEB/MAR 92 * 

EO 7 REM UMXltH I ClCKMM Hi flflCTfTCK Pi l j lTMWWWWKKWMMW 
N M 8 REK 

an 23 rem Ki4y;f:\*t4-«-i4»ii>n;iMiE^^ 

HT 38 W CJ-25 : L0= 100 : M2=0 ! HJ-fl : RI~0 : WR~8 : K - 

I m : (,.. i : PK--400 : n**K-?Tflo 
JI 50 DIM 0$ t L Q J , St $ E L 0 3 , BL5ELQ3 i M5 £343 t F 

ENR3 , AS E13 a C ( 93 ,R £±23 
5Y 68 BL$(13=" ";BL$(LflJ-" " : 0L$12> =BI_S : M 

$-BL5:F0R K-0 TO 9 : C EN3 =8 ; R EN J =8 ; NEXT 

NiFOR N-10 T O 12 i R CN3 =0 ! NEXT N 
IC 98 GOTO 1068 

EM 399 REM >> POKE THINGS TO SCREEN 

JJ 408 FOR M~l TO LEU E5C$3 : POKE SC+5C1+M, 

A5C E5C$ (H, HI J -32*EA5C f 5C$ (H, N> > 061 
OQ 418 IF 501=345 THEN SOUND 8 , P , 18 , X 2 : FO 

It D-l TO 30! NEXT D : SOUND 0,0,0,0 
R V 420 NEXT Hi ftE TURN 
GF 999 REM « 
WO 1000 GRAPHICS 0 i B L - PEEK C5 6 0 3 + 256*P EE K ( 

5613 : POKE DL+b, 6 : POKE DL+7,7!P0KE DL + 2 

u w 10*0 POKE ?63,13e:P0KE 769,14sPOKE 710 

,144: POKE 711, 2tt POKE 712., 144 : POKE 82, 

0 ' POKE 83, 39 S POKE 752,1 
KM. 1015 FOR W-50 TO 8 STEP -IlSOUND 0 , H , 1 

8 , 18 : NEKT N : POKE 16, 64 : POKE 53774, 64 
IK 1828 position I5,8i? "Present i ng" : posi 

TIOM 22,1;? "H t y n a t i c S'*;? :? 
PB 1038 ? " There are nental arithmetic g 

uestions hidden behind the doors on t 

he screen." 
KM 1835 ? "You got 18 keys and you need o 

ne to openeach door . Pic* a door with 

the joystick"? 
GA 1848 ? "and press fire to open it. You 
win the door by correctly answering 

the nunber" 
OR 10 A 5 ? '*of questions shown for it. Jus 

t type an answer and press return. The 
ob jec live" 

to 185* ? "^is to set a row or colitwu of s 
gold keysand you get one for each doo 

r you win," 
BM 1855 ? "You lose a door if you answer 

a quest ion wrong ly so be c are f u I 1 +h : POSI 

TION 6,19:? "Wait a bit..." 
BO 106* NB-152:P0KE 186 , NB - 1 : RAMB-NB*2 56 
ElE 1080 RESTORE 4000: FOR N = l TO 3 4 : READ M 

0 i MS f N, N3 -CHRS CMC3 ! NEXT N : M=U5R t ADR CMS 

3 , R A MB 3 

JE 1890 FOR M-l TO 3*8 ! READ DTA : POKE RflMB 

+ 16-1+N, DTA : POSITION 28,19:? INT£&-H^6 

3 ; ■■ : NEXT N 
HH 1895 FOR H-25 TO 7*6 : READ DTA : POKE RAM 

B+46-l+N,0TA: POSITION 28, 19 : ? INT E8-N/ 

83 ; " "i ! NEKT N 
TR ilea POSITION 6,19!? Bi $ (25.) J POSITION 

8,2»E? "PU5H EUlED TO BEGIN" : P£=PEEK E7 

113 



SN 1110 IF PEEK C532?9S = b THEN 2888 

TI 1128 POKE ?i A , PEEK £7113 -2 : IF PEEKE7113 

<4 THE N POKE 711,255 
DJ 1138 FOR D"I TO 12 1 NEXT D ; GOTO 1110 
PD 1999 REM -- ■-n 1 ^frW-HTMrTT-rB^ I "i'M 
UN 286fl GRAPHICS 1 : POKE 750 , RAMB/ 256 : POKE 
752, 1 ; DL=PEEK (5683 +25&*PEEK <5613 i SC = P 

EE K f 883 +2SO*PEEK 1893 
CM 2818 POKE 82, Ot POKE 83, 39; POKE 70S, 178 

L POKE 709,252:P6KE 71B,0:POKE 7J.1 » 38 : F 

OR H-2* TO 231P0KE DL+N^ZeKEXT N 
FU 2828 FOR N=l TO 9 STEP 2 ! FOR M=# TO 12 
STEP 2 : COLOR 138 2 PLOT N , M : NEKT M I NEXT 
M : FOR N-8 TO 19 STEP 2 
HK 2038 POStTIOl* N,8:? «6 ; CHR$ t^SS ! NEXT N 

IFOR N = 8 TO 19;PO^IIION N, 2 : ? **b;CHtt$C 

4) ; ^ POSITION N J 14:? «6 ; tHRS (43 ; 
TT 2040 POSITION H,23 ; ? «6 ; CHRS £4> ; : NEKT 

It : POKE 16, 64; POKE 53774,64 
EB 2858 POSITION 12',*:? tt&J "RIGHT 8^ ! POS 

ITIOH 12,9:? B6J"WR0WG 8" i POSITIOH IB 

,10:? "^S" r POSITION 19,11;? ttfri +, 8" 

OP 2060 X2 = 0:Y2 = 4lF0R N = I TO NO : F <fO =& : K E 

KT NUPOKE 764, 255: TiPTO 22B8 
ZT 2149 REM — 



BL 2158 IF K-0 THEN 2618 

MM 2155 S-STICK £63 : IF 5=15 THEN 2155 

JB 2168 G = l*tS>-* AND S <8J +2# £S- 133 + 3* tS> 8 

AND 5<123 +4*<S^14> 
MP 216S X2 = X2* £5-7 OHD K2 <183 - T S"l I AND X 

2>83 : Y2-Y2+ C5-13 AND Y2 <1*7 - £S=14 A NO 

Y2>I> 

CH 2178 POSITION Kl / VI i ? tt6 ; BL S £1. A3 
EG 2288 LOCATE HZ,¥£,C 

MZ 2218 IF 00130 AND C<>3 THEN POSITION 
X2, V2: ? «6;CHK?<39 + G3 1 i X1 = X2 : Yl = Y2 I GOTO 
21SS 

JC 2228 SOUKO 8,150, 10 , 1 8 ; F Oft D = i TB 58 :N 

EKT D:SOUND 0,0,8,« 
PP 2238 IF 0=3 OR <C-138 AND STRIG £03 ril 

THEN X2— HI : Y2 = Yl J GOTO 2288 
OH 2248 K=K-1 ! POSITION K«2 , 8 : ? »6 ; BLS £L03 

:R-RftOCB3 :NN = l:If R>0.7 AND N3<5 THEN 

N3 = N3+1 ; NN = 3 3 GOTO 2266 
IL 2250 IF R<0.4 AND N2<5 THEN N2=N2+1 : NN 

-2 

SF 2260 POSITION X2, YZ : ? WO j CHRS C4S+NKJ : P 

OSITIOH «1, Yl! ? B6;CHRS EI9+e» 
TI} ?'i /& I-UH U-15 TO 0 5TFP - I : SOUND 0,32, 

18, U : SOUND 1, 27, 10, U: SOUND 2,28,10,0:5 

OUND 3,43, 10,11 
L L 2275 FOR D-Jt TO 10 : KEHT OlNEMT UiFBR N 

= 1 TO NN I G 0 SUB ASK : IF P-88 THEM POP : & 

OTO 2298 

LQ 2288 NEXT H ! POSITION X2, Y2 ! ? »6; CHR$ 13 

1 iCCM2>=G tK23 +1 ! » £Y23 =RIY23 +1 ; IF C EX2J 

=5 OR RfY23=5 THEN 26 tO 
HK 2298 FOR N~30 TO 18 STEP -1 ; 5 BUND O , P* 

2, 10, IBiHl-HT K ! SOUND 0,8,8, 0 :UOlO 2158 
ZO 2299 REM — I I BiMMT'B 

EY 2300 Q=INTC £RNDtO>*N03 *1> EIF F£0><>8 T 

HEft 2300 
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RQ 2318 F CO 3 =1 : RESTORE 5000 ♦ (10*13 :REOP G 
S , AMS : SC$=Q$ : 5C5 CLEW t SCSI H3 =" »**r4Cl= 
Z99 : GOSUB PK I M$~BL$ 

ZU 2320 TRAP 24O0r* CHR$ t 1 25 S i " YOUR ANSWE 

r : **| i input ai6 ; try 

GB 2330 IF TRY-ANS THEN P-20 i M$="CORRECT ! 
'*! RI=RI+1 : POSITION 20 LEN (STR? CR r ) 5 . h 

:? ttG ; R I J GO T 0 2 3 BO 
IZ 2340 P^80 : HS-« l NO , IT'S " ! MS ELEN f MS3 + 1 3 

-STR£ 5AN5J 

DU 2345 WP- = HR+1 : POSITION 20 - LEN C STR $ CWR3 3 
, 9 : ? US j HR 

UI 23S0 POSITION 26~LE N CSTR* tRI* WR3 3 ,11:? 
»6 J RI + HR 

HY 2360 C15J ^''PRESS ftiHUF* 1 ! SOUND ft,P,l 
0,12!? { MS ! FOR ft=l TO 99: NEXT D r SOU 

MD 9,0,8,0 
YV 2370 IF 5THIGC03OO THEN 2370 
JH 2300 ? CHR$£125> ; :5C$=6L$;5C1=299:G0SU 
B Pit ! A$-CHR£ C4S+HN-N3 i IF P-80 THEN A$= 

FT 2390 POSITION H2,V2:? JIG; AS : RETURN 

PD 2399 REM — IK PUT ERROR TRAP 

HI 2400 ? CHRS C2533 ; CURS C1253 ; "HUMKt K b ON 
LV PLEASE ? " ; FOR 0 = 1 TO 999 : NEKT D : GO T Q 
2320 

MU ZGOO SC$~ = "CONGRATULATI0NS ! YOU 1 UE HON! 

" : P-feU : GOftf 2020 
K II 2010 SCS-"S()»PY - YOU HAVE NO KEYS LEF 

T !"IP=200 

51 2820 SC1-345 : GOSUB PK ! ? Cftfl $ f 1 25 ? : P(JK£ 
657,11:? "++PLAV AGAIN? Y/N" i POKE 76 
4,155 

NC 263B POSITION 4 ,23: 2 KOj 1 ' gaMC over M % 
FOR 0 = 1 TD GO! NEKT D : POSITION 5,23:2 If 
GjBLS £921 ; FOR 0=1 TO 5© ■ NEXT D 
OT 265B IF PEEK £764 J OSS HMO PEEK 17643 O 4 

3 THEN 2630 
DM 2660 IF PEEK £7£>4S =43 THEN RUN 
HB 2670 GRAPHICS O ! POKE 82,Z:PQK£ 752, R:P 

dm £ 764 p 255: END 
CN 3999 REM ■ I M J :IiH Hi =M -M Ji 
QU 4B80 DATA 104, 104, 133, 207 , 1B4 , 133 , 206 , 
169, 0 133, 204, 169 * 224 , 133,205 ,162,4,16 
0,0,177 

LO 4010 DATA 204,145,206,136,208,249,230* 

205,230,20?, 202,293,242,96 
51 4019 REM ■'Id? f fTTgllfT^ 
UT 4040 DATA 12 6 , 19 S , 245 , 22 9 , 239 , 255 , 239 

255 

CP 405O DATA 9,2,5,253,69,229,162,0 

MA 4060 & AT A 0,0,0,255,255,0,0,0 

MM 407O DATA 8, 24 * 28 , 254 , 255 , 254 , 20 , 24 

RX 4080 DATA 56,56,55,254,254,124.56,16 

flF 4098 DATA 24 , 56 , 127 , 255 , 127 t 5 b , 2 4 , 0 

OO 410B DATA 0,20,62,127,127,28,28,28 

OR 5000 REM MAW Jil*tiIfl»i:«iVHil 4TT^N^NM 

WF 501» DATA 200 BOYS STARTED THE RACE - I 

F 5K GAUE UPBEFORE THE END HOW MANY BO 

YS FINISHED, 190 
OG 5*20 DATA IN A CLASS OF 40 GIRLS 9»K G 

Of THE SUM RIGHT . HOW MANY GIRLS GO T 

XT WRONG, 4 



HD 5030 DATA 80K OF THE CLASS DON'T LIKE 
RICE. IF 6 PUPILS DO LIKE IT HOW MANY 
CHILOREN ARE IN THE CLASS, 3ft 
YC 5848 DATA JOE HAS 3 TIMES AS MANY SOOK 
S AS ANN ■ IF T HEY HAVE 36 BETWEEN THEM 
HOW MANY HAS ANN , 9 
GL 3058 DATA HOW MANY 25g PACKETS OF SWEE 
TS CAN I FILL FROM A BOG WEIGHING 1 

KILO, 40 

■CP 5060 DATA SUE WEIGHS 28Kg . JIM WEIGHS 
2.5 TIMES MORE , HOW MAM Y Kgs DOES JI 
M WEIGH, 70 

DR 5070 &AIA IF JANE DRIOES AT O&KM PER It 
OUR HOW MAHYttM DOES SHE TRAVEL IN 2.5 
HOURS, 200 

IJ 5080 DATA LEN 1 S CLASS HAS 4 GIRLS TO E 

UERY 5 BOYS. IF THERE ARE 36 PUPILS IN 

THE CLASS HOW MANY ARE BOYS, 20 
FS 5090 DATA WHAT NUMBER DO YOU GET IF YO 

U INCREASE 50 *Y 2K.51 
PY 5100 DATA WHAT DO YOU GET IF ¥OU IHCRE 

ASE 2.5 BY 10 PER CENT, 2. 75 
OM 5110 ©ATA WHAT IS THE LOWEST COMMON MU 

LIIPLE OF 4 AND 6,12 
7.E 5120 DATA HOW MANY GRAMMES IN 1.25 KXL 

OGRAMMES, £250 
WS 5130 DATA THE AVERAGE AGE OF 3 GIRLS I 

S 16. ONE GIRL IS 16 AND ANOTHER IS 

13. HOW OLD ISTHE THIRD GIRL, 17 
SY 5148 D AT 6 THE SUM OF TWO NUMBERS IS 40 

. THEIR DIFFERENCE 15 4 . WHAT IS T 

HE LARGER NUMBER, 22 

CT 5150 DATA THERE ARE 5 MORE GIRLS THAN 

OOYS IN A CLASS OF 41 CHILDREN . HOW 

MANY GIRLS AREIN THE CLASS, 23 
KU 5160 DATA JOE CAR TYPE 25 ENVELOPES IN 
10 MINUTES. HOW MANY CAN HE TYRE IN OH 

E HOUR, 150 

JR 5170 DATA WHEN YOU MULTIPLY A NUMBER 8 
V 7 AND AOO 8 TO THE ANSHER YOU GET 50 
. WHAT IS THE NUMBER, 6 
PA 5180 DATA WHEN YOU MULTIPLY THREE NUMB 
ERS YOU GET 96. TWO OF THE NUMBERS ARE 
3 AND B. WHAT IS THE THIHO.4 
01 5190 DATA IF THE PERIMETER OF A RECTAN 
GLE IS 54 CMAHD THE WIDTH IS 12 CM HOW 
MANY CMS LONG 1 5 IT > 15 
HR 5200 OAT A TOM HAS TO TAKE A 5nl SPOON 
OF TONIC 3 TIMES A DAY. HOW MANY DAYS 
WILL A 180M1 BOTTLE LAST, 12 
OT 5210 DATA HON MANY METRES IN 0,6 KILQN 
ETRES, 800 

AN 5228 DATA WHAT NUMBER 15 HALFWAY BETWE 

EN 17 AND 31,24 
YA 5230 DATA SAM HAD 96 SWEETS. IF HE ATE 

5^8 OF TMEMHOW MARY HAD HE LEFT ,36 
CF 5240 DATA WW AT IS THE AVERAGE OF 21 17 

AND 16,10 

HU 5250 DATA HOW MANY HOURS ARE THERE IN 
ONE WEEK > 160 
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Ke Soft have a habit, of 
producing arcade- 
style puzzle games 
with above average graphics, 
great sound and a generous 
helping In the payability fie 
partment The characteristics 
of this disk-based double from 
the German programmers 
should therefore come as little 
surprise. 

CULTIVATION is a variation 
on the Ptizznic theme r a game 
in which die player is required 
to remove symbolically pain 
ted blocks from a series of 
ever-mo re - ch all engt n u. 
screens. What you must do is 
push two or more identically 

J 

Title: 



cultivation & 
chromatics 

Publisher: Ke-Soft/Excel 
Price: £7.99 
Format: Disk 
Players: 1 

Reviewed by Paul Rixon 



marked blocks together by 
dragging them into a suitable 
location with the joystick 
pointer, so that they explode 
and disappear. To advance 
onto a higher level you must 
clear the entire screen before 
the timer reaches zero. It 
seems easy at first but later 
you discover that a sound 
stratej{y is essential. Hie 
blocks can slide sideways and 
drcp downwards but cant be 
moved back up again, so 
you've got to think carefully to 
avoid a no -win situation. 
Both sonlcs and graphics in 
Cultivation are excellent. The 
game kicks off with an excel- 
lent pieee of music and at cer- 
Latn points in the game there 
are short bursts of digitised 
speech, Just like it's done on 
the ST (ah yeah!). The screens 
are displayed in the highest 
resolution possible, so there's 
not a lot of colour but it does 
look very professional, in case 
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you get bored with the hun- 
dred screens supplied, the 
disk contains an editor so you 
can build your own! 
Flip the disk and you'll find 
CHROMATICS, a simplified 
version of the ever- popular 
Tetris. The idea is to rearrange 
descending blocks so that they 
settle to form horizontal or 
vertical lines of identical col- 
our - which duly disappear. 
The blocks are all the same 
shape but consist of three col- 
oured segments. As a block 
drops towards base you can 
use the joystick to rearrange 
the position of the segments to 



your best advantage. The 
game starts off rather slowly 
but when you eventually make 
it to the higher levels there's 
less room to manoeuvre and 
more colours to organise. The 
graphics aren't bad though 
the music is probably better 
silenced? 

Cultivation and Chromatics 
arc two more high quality pro- 
ducts from Ke-Soft. If casset- 
te- based users were ever look- 
ing for an excuse to splash out 
on a disk drive, this great 
range of German imports Is 
surely the answer to their 
problems! 




DREDIS 



As you might have ex- 
pected of a game 
- whose title ends with 
the letters is\ DREDIS is yet 
another variation on the Tetris 
theme. Personally Yd like to 
see a proper clone of the ori- 
ginal game but programmers 
seem more inclined to produce 
these 'alternative' versions! 
The main difference between 
□redis and 'traditional* Tetris 
is the shape of the playing 
area. It takes the form of an 
inverted X shaped well,, con- 
sisting of a wide base and a 
narrower chute from which 



the various geometric blocks 
appear. Rather than stacking 
up at the bottom of the screen, 
Ihe blocks float either to the 
left or right and deposit at the 
lar sides of the lower portion. 
When a block first appears 
you can determine in which 
direction it should travel, then 
as it heads for the chosen ex- 
treme you can adjust the ver- 
tical position and also rotate it 
by pressing the Joystick trig- 
ger. The aim, of course, is to 
construct solid vertical lines 
which are automatically eli- 
minated, so creating sufficient 



space for subsequent blocks 
to be positioned. You're re- 
quired to score a fixed number 
of lines on each level to adv- 
ance onto the nest. As you 
progress onto higher stages 
obstacles are placed in the 
way so it's harder to complete 
the necessary lines. Any mis- 
placed blocks on either side 
inevitably force gameplay to- 
wards die centre of the well - If 
n block should come to rest at 
the mid-point of the screen, 
it's all over. 

Trie graphics are quite simple 
and, to be honest, could be 
much better. The blocks seem 
rather flickery and the use of 
colour is somewhat conserva- 
tive. The music Isn't bad but 
becomes annoying after a 
while unfortunately an op- 
tion to have sound effects in- 
stead isn't documented. 
However there's no denying 
that Dredis is an addictive 



game (like all Tetris variants) 
and ifs nice to see a two play- 
er mode also included. 
Given the relatively high 
asking price, I think Dredis 
would be more wisely mar- 
keted as one part of a double 
pack - in a similar manner to 
some of the other disks re- 
viewed in this Issue. If you're a 
Tetris addict who's played all 
the other games of this na- 
ture, it's bound to be a worth 
while addition to your collee 
tiom If not, check out the Pub- 
lic Domain first as you can 
certainly find a superior ver- 
sion of Tetris there. 



Title- DREDIS 
Publrsher: Ke-Soft/Eitcel 
Price: S7.99 
Format: Disk 
Players; 1 /2 

Reviewed by Pay/ Rixon 
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ZEBU LAND 



^^^^ Id you enjoy Ke-Soft's 
■ brilliant "Sogon" puz- 
zle?lf so you 11 be 
pleased to hear that Excel 
have imported another stmi 
larly addictive challenge from 
the German publishers. 
The objective of ZEBU LAND 
couldn't be more straightfor- 
ward. Zebu is a little man who 
lives In a curious world of 
mazes. Zebu's world is divided 
into fifty separate screens and 
on each level your task is sim- 
ply to guide htm to an exit. It 
may sound ridiculously simple 
but the mazes aren't always 
quite as friendly as they seem. 
Revolving doors can be tricky 
to negotiate, especially as 



Title: ZEBU LAND 
Publisher: Ke-Soft 
Price: £7,99 
Format: Disk 
Players: 1 

Reviewed by Paul Rixoft 



sometimes they're blocked by 
fixed or movable obstacles on 
the opposite side. Blocks of 
various shapes and sizes can 
be pushed around the maze 
into useful positions - often 
they provide the only means of 
escape. Sometimes Zebu Is 
joined by one or more of bis 
three brothers - at this point 
you can toggle between the 
different characters with a 
press of the Joystick trigger. 
All must be transported safely 
home to complete the level. 
Unfortunately extra hands 
don't always make light workl 
The puzzles are cleverly desig- 
ned and it]s wise to remember 
that everything has a purpose 
- the problem is finding out 
what] 

The reason the whole experi- 
ence is so addictive is that ini- 
tially some of the screens 
appear to be completely im- 
possible - until suddenly you 
discover the simple trirk or 
I sequence of actions that's 



needed to solve themf Whilst 
you're struggling through the 
mazes, you've also got to keep 
a watchful eye on the timer - if 
it hits zero, one of your three 
lives is terminated. Since 
there's a possibility ytm a r i Id 
manoeuvre Zebu into a stale 
mate situation, the Option key 
can be used to bring about a 
speedy demise! A welcome fea- 
ture is that every screen is 
password coded so once 
you've mastered a level you 
won't have to repeat it in fu- 
ture sessions. 
The graphics aren't exactly 
stunning but they're nol worse 



than hundreds of other games 
I could mention t The overall 
game design shares several 
similarities with the equally 
praiseworthy Sogon. which ! 
reviewed in Issue 52. The 
loading screens are very nicely 
done and music on the tide 
page is a bright and breezy 
composition, quite different to 
the norm. 
Zebu Land gets my vote as 
the best non- violent entertain- 
ment package for 1991, The 
ingeniously simple theme, 
professional presentation and 
craftily designed puzzles com- 
bine into a perfect mixture. 



■ II 




TABOT & BROS 



Another Ke-Soft twin- 
pack presented by 
Excel. Both games are 
multi- screen platform style 
ad\ r entures but that's where 
the similarity ends! 
TABOT is a robot super-hero 
who's somehow managed to 
get himself trapped inside a 
spooky castle. In order to 
escape he's got to locate a 
series of keys from each of its 
fifty rooms, but the problem 
isn't quite that simple. To 
make things a little more 
tricky there are vicious spid- 
ers, gaping holes, spikes. 



boulders and break-away 
floors to contend with. Tabot 
can use his versatile' laser 
gun to smash through rocks 
and he can build laser bridges 
to traverse the dangerous 
openings. If it all seems too 
much to cope with, he can call 
a dummy" to the rescue - with 
one key press Tabot is Instant- 
ly transported to the dummy's 
side. Failing this, it's time to 
forfeit an existence! 

Now for the bad news. This 
has to be Ke- Soft's least play 
able game to date! The 
graphics are nowhere near the 



standard set by other Ke-Soft 
releases and w r orse is the fact 
that Joystick response is quite 
abysmal. It's far too easy to 
unintentionally lose a life. I 
began to think I'd missed 
something obvious, but after 
studying the Instructions sev- 
eral times over I eventually 
gave up in frustration and flip- 
ped over the disk. Fortunately, 
here was something in a diffe- 
rent class. 

Although it could be an awful 
pop group. BROS is actually a 
veiy addictive clone of the 
arcade game Super Mario 
Brothers. Your task is to res- 
cue your brother from impris- 
onment in a secret castle. An 
unusual option on the open- 
ing screen is a chance to 
select an alternative resolu- 
tion. You can have a large full- 
screen playlleld or a smaller 
but smoother display in the 
central portion (Antic 5 or 4 
respectively). As you run and 



Jump athletically through the 
many screens you must watch 
out for the nasties and also 
keep an eye open for a range 
of goodies. By head-butting 
the castle walls you can some- 
times pick up mushrooms, 
coins and ammunition to help 
yau along the way. The 
graphics aren't stunning but 
they're adequate for the pur- 
pose arid the way your charac- 
ter bounces across the plat- 
forms can be quite amusing, 
Sound is enhanced by snatch- 
es of digitised yells at approp 
riflte moments. Overall. Bros 
Is a thoroughly enjoyable 
game. Alas not Tabot! 



Title: TABOT & &ROS 
Publisher. Ke-Soft/ Excel 
Price: 47.99 
Players: 1 
Format: Disk 

Reviewed by Paul Rixon 
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MILES BETTER SOFTWARE 



TOP 20 CASSETTES 



TOP 10 DISKS 



TOP 10 ROMS 



Mission Shark „. 2,99 

Star Wars SOLD OUT 

Tomahawk 2.99 

Cavern la 2.99 

Fred .... 2.99 

Gauntlet 2.99 

Yogi & The Greed Mcnste r ...... 2.99 

Kick Off 2.99 

Head Over Heels 2.99 

Ghostbusters 2.99 



GAMES 



Cass, Disk 

Spy vs Spy Arctic AnUcs . 2.99 3 99 

Bouldfcrdash 2 2.99 6.99 

Trail blazer 9.95 

SoU) Flight 2nd edition 7 95 

Rescue tin Fiaetulas 6.99 

Touchdown Football 6.99 

Spitfire 40 G.99 

Draco nus 4.99 

Brian dough's Football Fori. 2.99 4.99 

PrappieJ 4.99 

Colossus Chess 3 4.99 

Joe and the Nuclear Caverns 4 99 

Knockout Buxincj 4.99 

Cuthsfin Ones Walkahnut .. 2.90 

Mlg Alley Ace <l .99 

Night Mission Plflhall 5.99 

International Karats 4.99 

Pitstop II B.99 

Atari Compilation 4.99 

(S games. - Star Raiders, Tennis etc). 

Gauntlet + Deeper Dungeons 6.99 

Bop In' Wrestle 4.99 

Jfjgky Wilson's Darts 4.99 

Ghostbusters ,.. 4.99 

N in ja Commando 4 99 

Mountain Bike Racer 4.99 

Pirates or Barbary Coast .... 4.99 

Smash Hits A 4.39 

Speed Act 4.99 

World Soccer 4.99 

Zybex 4.99 

Living Daylights 2 99 

Smash Hits 7 2.99 

Polar Pierre 2.99 

Mr. Robot 2.98 

Bela Lyrae 2.99 

Arkanoid 2.99 

Spyhuntflr 2.99 

Druid 2.99 

Crumbles Crisis 2.99 

Freaky Factory 2.99 

Laser Hawk 2.99 

Sidewinder 2.99 

Nuclear Mick 2.99 

Sunstar 2.D9 

Winter Events, 2.99 

Montezuma's Revenge 2.99 

Astrodroid 2.99 

Beer Belly Bert 2 99 

Fiord Night 2 99 

Hacker 2 99 

Plastron 2.99 

Quasimodo 2.99 

Mew York City 2.99 

Spy vs Spy 2.99 

Steve Davis Snooker 2.99 

Scooter 2.99 

EleKlragUde 99 

Rocket Repairman 2,99 

Blue Max 2.99 

Space Lobsters 2.99 

Nightmares 2.99 

Greatest Hits Vol. 1 2.99 

Rosen's Brigade 2.99 

Zaxxon -.. 2.99 



PERIPHERALS 



Joe Blade II 2.99 

Conflict In Vietnam SOLD OUT 

Chuckie Egg 2.99 

180! 2,99 

Yogi's Great Escape 2.99 

Ninja Commando 2.99 

Zybex 2,99 

Plastron 2,99 

Speedhawk 2.99 

Ninja 2.99 

Cass. Dish 

Flight Simulator II 14.95 

Flight Sim. Scenery Disks 

Nos 1-7 each 9.95 

Questran 9.ss 

Field or Fire , 7 95 

Jlnxter a .95 

Time & Magik 9.95 

Lurking Horror 1 1 95 

inqnrj-s Back 11.95 11.95 

Knight Ore 11.95 11.93 

Cloak ot Death 2 99 

Gunslinger 9.95 

Eternal Dagger 14.95 

Theatre Europe 1 1 .95 

Panzer Grenadier 16.95 

Balltecrusier 16.95 

Warship 19.9S 

Vietnam 9.95 

Crusade kl Europe 9 95 

Decision m the Desert ., ,,, 399 4 99 

Colossus Chess A 3.99 4.99 

Kennedy App i oach 6 99 

Cutthroats , 995 

The Count 4.99 

Pirate Adventure i S9 

Scapeghost 12 95 12.95 

Silicon Dreams 7.95 9.95 

Jewels oi Darkness 7 95 9.95 

Rflhel Charge 19.95 

Super HuSy 6.99 

Lancelot 1 1 .95 

Sargon III Chess 5.99 

Knights or 1 lis Desert 9.95 

Nato Commander .... 9.95 

U.5.A.A.F 14.95 

Trivial Pursuit 9-95 



XL XE CARTRIDGES 



Missile Command 7.95 

Star Raiders 7.95 

Galsxian 4.99 

American Football 7.95 

Food Fight 4.99 

Lodenjnner 7 .95 

Barnyard Blaster (l ightgun) 7.95 

One on One Basketball 7.95 

David's Midnight Magic 7.95 

Archon . 7.95 

Rescue on Fractulas 7.95 

Moon Patrol 7.95 

Robolron 2084 7.95 

Dread naught Factor 7.95 

Designers Pencil 4.99 

Rally Speedway 7.95 

Eastern Front 19^1 7 95 



Hawkquest SOLD OUT 

Trivial Pursuit ............... 9.95 

Flight Simulator II 14.95 

Druid 2.99 

Smash Hits 7 2.99 

Colossus Chess IV .. SOLD OUT 
International Karate ...... 4.99 

Draconus 4.99 

Rampage 2.99 

Spitfire 40 6,99 



BUDGET CASSETTES 



UTILITIES 



Disk 

Mini DfflCS II 14 95 

Atari Writer Plus 29.95 

Planetanum , 16.95 

Cut 'n' Paste 9.95 

Visfcatc 9.95 



Zeppelin 

Fred 2.99 

Cave ml a 2.99 

Stack Up 2.99 

Mission Shark 2/99 

Mira* Fore* ._ 2 99 

World Soccer 2 93 

Phaniom 2-99 

ZybiX 2.99 

Speed Ace £.99 

I ;ia Vegas r.asmo 2.99 

l-ruit Machine 2.99 

Sidewinder 2 09 

Fantastic Soccar 2.99 

Kenny DalQliSh Soccer Manager .. 2.99 

Ninpa Commander 2.99 

Blmky's Scary School 2.99 

Jockv Wilson Darts 2.99 

The Living Daylights £.99 

Mountain 9ike Racer 2.99 

Spy VS. Spy ., 2.99 

Spy vs. Spy I aland Caper 2.99 

Spy vs.. Spy Arctic Antics 2.99 

Space Rider 2.99 

Yogi & tuc Greed Monster 2.99 

Ruff 'n' Reddy 2.99 

Vogi'a GrBat Escape 2.99 

Byie Back 

Rohot Knights 2.99 

Jet Boot Jack 2 99 

Tiflieslip 2.99 

Astrodroid 2.99 

Spaad Run 2 99 

Space Lobster 2 99 

Fighter Pilol ,. 2.99 

□ readnauohl 2.99 

Space Wars 2.99 

Planet Attack 2.99 

Mad Jax , 2.99 

Roulette Simulelor 2.99 

Cosmic Pirate 2.99 

Warcopter 2.99 

Screaming Wings 2.99 

Exploding Wall 2.99 

Little Devil 2.99 

Tomahawk 2.99 

Fruit Machine Simulator 2,99 

B MX Simulator 

I i.i f.iii-.ilei 2.99 

FtBd Max 2.99 

Grand Prix Simulator 2.99 

Advanced Plnball Simulator 2.99 

KiXX 

Gauntlet 2.99 

lonelier or me Year 2.99 

Hardball 2 99 

Hit Squad 

Green Beret 2.99 

Arfcanoid 2 99 

Head Over Heels 2-99 

Attantia 

Air Rescue 2.99 

Diiwn Raider 1.93 

naalh naive 2.99 

Pro Goll 2.99 

Panik 2.99 

League Challenge i -99 

Pol Hole Pete 1 .99 

Spooky Castle 1 ,99 

Daylight Robbery -[.SB 

Titan 2.99 

Periscope Up 1 .99 

Encounter 2.99 

Gunrkjhtei 1.99 

Crack Dp t.99 

Survivors, 2.99 

Cope 'n' Robbers f,99 



Pole Position SOLD OUT 

Designer's Pencil 4.99 

Galaxian 4.99 

Archon 7.95 

Rescue on Fractulas 7.95 
David ' s Midni g ht Mag ic , » „ 7,95 

Desert Falcon 7,95 

Food Fight ,. 4,95 

Pacman 7,95 

Loderunner 7.95 

Alternative 

SoccBr 1.99 

Spindizzy 2.99 

Pro Mountain Bike 2.99 

Atarisoft 

Star Raidars 2 99 

Speedhawk 2.99 

Twilight World 2.99 

Headache 2.99 

Thundarfox : 2.99 

Slinoshol 2.99 

Advantumsofi 

10 Utile Indians 2.99 

Secral Mission 2.99 

Arrow of Death 1 2 09 

Arrow d( Dealh 2 2.99 

Golden Voyago 2 99 

Mystery Fun Ttouse 2.99 

Slrange Odyssey 2.99 

Wi?ard of Akyr? 2.99 

The Time Machine 2.99 

Advenlureiand 2.9a 

Ctrous 2-99 

Escape 1roin PulMr 7 2.99 

Perseus and Andromeda 2.99 

The Count 2.99 

Voodoo Castle 2.99 

Waxworks 2.99 

Firebird 

Malta Blatta 1.99 

MicroRhythm 1.99 

Thrust i .99 

Ptayen 

Stratosphere 1.99 

Tanium 1.99 

Dizzy Dice ., 1,99 

Bubble Trouble 1-99 

Jot Blade H , 2.99 

Miscellaneous 

Pengon 1 99 

Mr. Dig 1 99 

Football Manage 2.99 

ChucfcUf Eyg 2-99 

POQOlron ,„,„.„,.„„.. , 2-99 

noiilrlerdJis" 2 99 

Eouldefdash II 2.99 

Darts 1 .99 

Syslam S Pools 2.99 

Turf form 2.99 

Mastertronic 

Masterchess 1 .99 

Piotectni 2.93 

Revenge II 2.99 

Crystal Raider 1 .99 

Amaurola 2.99 

Vegas Jackpol 1.99 

KikBlart 1.99 

Invasion 1,99 

On Gua ,.. 2.99 

Lasl VB 2-99 

Mutam Camels 1.99 

Milk Race 1-99 

Frenesls 1-99 

Panther 1 .99 

Sidewinder II 2.99 

Despatch Rider 1 .99 

Hover flower 1 99 

Molecule Man 1 99 

Speedzone 2.99 

Ninia 2.99 

Ghosthusters 2.99 

Henry's House 1 .99 

ISO! 2.99 

Bomblusion 1.99 



FULL RANGE OF ATARI 2600 CARTRIDGES IN STOCK 



AMCXBOTrak-balHit 
Alari CX80 Trak^ball ST.-STE 

(Direct m o use replacement} 



.95 



219/221 Cannock Road, Chadsmoor, Cannock, 
Staffordshire, WS11 2DD ■ m 

Telephone (0543) 466577/B/9 ^jg^ r\l 



Add 5Qp to orders less Hian £ 5. on. All prices correct al 
time at going to press. Access or Visa orders welcome 

Phi-asr; -Jdrj II per ilen 1 □ r overseas 
Please make Cheques, nr Poslai flrtiers payablt to 
"MILES BETTER SOFTWARE" 
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FEATURE 



WHY OH WHY? 



Why do we computer users generally have upwards of 
two hundred disks of which we use, at the most, 
five? If you're like me. you raided the public domain 
library of your user group when you first joined. 1 know I 
obtained approximately 100 disks which i took home h tried 
once and never used again. Another member 1 know has 
correspondence with two out-of-town users and they are con- 
stantly swapping disks. Why? What is the sense of spending 
money for postage when you can get disks you never use from 
your own club for free? 

What am 1 going to do with all the documentation I 
printed out from those disks? I always picked up the 
useless disk at the club library, went back home and dumped 
the docs out to my printer, then neatly bound them in folders. 
After that. I never used the docs again. They are now posing a 
fire hazard on my desk. 

Why do the docs on public domain disks always print out 
in 40 col umns? That has the effect of doubling the 
previously mentioned fire hazard. 

Did you ever stop to think why you need an interface 
rather than a simple connecting cord to connect your 
printer to the (dght-bit computer? The sadistic designers of 
these things do this so they can install a second set of DIP 
switches. This Is done so that the poor user will be driven up 
the wall trying to coordinate the two sets of switches. It's 
enough to make you take up collecting spoons as a hobby, 

Why does the wonderful disk which you saw demonstrated 
_ at the computer store turn into something which is use- 
ful only as a coaster after you pay $49.95 for it? Does the 
exchange of cash trigger something which turns a disk into 
worthlessness the instant you try to boot it up at home? Can 
you think of any other reason I have $1 149,68 worth of disks 
good for nothing better than contributing to the landfill prob- 
lem in my area? This could be more insidious than the most 
venomous virus. 

Does sitting in front of a VDU for a couple of hours or more 
every day contribute to the liquefaction of brain cells? 
What other reason would cause otherwise rational human 
beings to play computer games for hours on end? 1 have one 
game where the outcome every time I play is that the evil 
Overlord of some stinking little planet 1 never heard of before 
sticks his atomic laser cannon up my left nostril. This happens 
every time I play the game, yet I always boot it up again. Until 
this started happening [ had gone blissfully through life think 
ing that my Momma hadn't raised no stoopid kids. I guess I'll 
have to reconsider that as soon as I finish the game. 

Using a modem also leads you into doing tilings you 
wouldn't want to admit to. A $324.23 phone bill can be 
difficult to explain to your spouse. It's bad enough If you 
actually called and talked to an old drinking buddy by voice for 
that amount, If you have to explain that you were downloading 
files, minor wars can erupt. Particularly if they end up like the 
disks in a previous paragraph that no sane man can find a use 
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for. aside from using them to start campfires, I would have to 
be living In Neanderthal times before I'd ever want to start that 
many campfires. 

Modems have another danger for the unwary user. This 
happens when you are on a long-distance BBS and the 
sysop enters into chat mode. This means that you and he can 
type back and forth to your hearts content. The problem lies in 
the fact that 1 type at the rate of 2 1/2 words per minute. After 
we've been typing back and forth for half an hour, it suddenly 
occurs to me that I could have phoned him by voice and had 
the whole conversation in less than two minutes. I guess it's 
more fun to do It slow when it's costing you $1.63 a minute? 

Why do I always have to buy a computer when it's first 
introduced? I paid $600 for my first Atari 800. It cost 
$500 for my 1 30XE. I paid far In excess of $ 1000 for my ST. 
I low do I get it to penetrate into my brain that if I wait for a 
year and a half after a computer is introduced, it generally is 
selling for what is practically chump change? Why do 1 alwavs 
assume that the latest computer that Atari is selling will be the 
one that I need and I will never have to buy another one? My 
local computer salesman, who is working on commission, 
must thank whatever demented gods he worships when he 
sees my excited face walk in the door. He'd better pray to his 
unclean spirits that I can afford to finance his retirement 
before I run out ol coin of the realm. I know Atari will never 
run out of new computers. 

Speaking of new computers, why are they always incom- 
patible with the old ones'.' Each eornpuler manufacturer 
has a line of machines which are compatible with other similar 
ones in the line. This only pertains until a new computer with 
ten times the memory and a far superior DOS is developed. 
Then it is mandatory that it be made Incompatible with the 
earlier ones. This might contribute to higher gross profit re- 
venues for the manufacturer, but I'm going to end up with an 
electronic junkyard in my computer room. 

If and when 1 die. I'm going to ask in my will that my latest 
Atari computer be burled with me. That way I will have the 
means to categorize all the designers, commissioned salesmen 
and useless public domain software authors that will be with 
me in the nether reaches of Hell. You don't want to think about 
what I will do wilh I his inhumm ion. Hut I just know I will have 
some position ol authority down there. 
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FOR SALE: 



600XL SYSTEM: 800XL wilti 1010 
Data Recorder, leads, manuals 
and some games, N.B. No joystick, 
hence only £85 o.n.o. Write 10 Mr. 
D. Ralhod. 22. NevOtl Street. Pre- 
ston. PR1 4RB. Buyer must 
coHecl. 

MODEM: L ion systems moden 

baud rate i200/2400'4flocrofiao. 

Model 550. swap 1029 printer or 
sell, offers. Tel. oai 533 3774 

XL SYSTEM: 600XL. XF551 disk 
drwe, 1010 cassette recorder, 2 
joysticks, manual plus over 50 
games on casseltu ur d 30 flames 
on disk and lots more" £l o.n.o 
Tel. 0734 450573 

XF561 DISK DRIVE: For Atari XL* 
XE includes over 30 disks inc. In- 
ternational Karale, Dracorus, Bop 
If Wrestle and Alley Cat. Also 6 
blank disks. DOS 2.5 and Turbo 
Basic on disk. Offers atOurxd £50. 
Tel. 0734 470673 

ST SYSTEM; 1040ST with mono 
monitor and original software. 
£350 or €310 and a 1 050 disk 
drive. May spin Tel. 0392 430 14B 
and ask tor David 

BOOXL AND MORE:60OXL XC11 
dala recorder, all leads, manuals 
and original tape games. £55 
Transdisfc IV, E10. ICD Printer 
Connection, £26. Apply Poynlon, 
0625 878430 

PRINTER: "02" m Ml working 
order. £25. Also 1 0SS' printer in lull 
working order, £35 hoth little used 
and in original boxes. Tel. Charles 
081 462 5475, West Wickham. 
Kent 

850 INTERFACE: Complete with 
manual, psu and cables, £50 
David Baker, 23 Meadow Rise. 
Shepton MaJtet, Somerset. 6A4 
5NS 

XE GAME SYSTEM: Game con- 
sole wilfi 64k memory, keyboard, 
lighl gun, games, joystick, five car- 
tridges. 21 cassettes and a tape 
recorder (XC12). £150. Phone 
ISOeK on (0226) 712055 or write to 
Isoek Yin Cheung, 16. High Street, 
Grimethorpe, BarriSlfty. S Yorks. 
S72 7US 

XE TAPE SYSTEMS Complete 
65XE and XCt2 dala recorder tit- 
led wilri Ram&lt Hjrtxi loader, over 
100 games and utilities, most 
Rambil convened plus 2 joysticks, 
E220 or swap lor your ST. Phone 
Dave on 06S4 71 1331 

ST SYSTEM: 1 040STE with inter- 
nal and externa* drives, mouse and 
mat. lois of software including 
STOS. database, word processor, 
art and muse packages, many 
games, joySLCk . dust cover, lock- 
able dish DDK, all in immaculate 
ccrdition plus all manuals, instruc- 
tions plus v/->ale collection ol ST 
Format i n binders plus many 
copies of PAGE S. E3S5. fling 
Fas: Grinslead (0342) 327072 



XL DISK SYSTEM: BOOXL, 1050 
disk drive, 1010 dala recorder, ell 
with leads, Irarttlormers. cables 
elc. In exce'.leni condition wilh ori- 
ginal boxes and packaging and 
manuals. Plenty of disks inc. DOS 
2.5 and Transdlsk IV, lots of bat*; 
issues of Atari User mags dating 
from VOL 1 Mo, 1 May 1915 1o Vol. 
3. No 9 Jan 19S£. £100 For fu 
k)t, Tel. Pneslnn <0772| 3*3958 

PRINTER: 1 029 printer, good 
working order complete wr|h leads 
gnd some software, £90 O.n.o. Tel. 
Ray on <0263| 5B40O6 

XL AND DRIVE: BOOXL with 
Happy (Lasaf $ drive. Omnimon Irt- 
1ed, original boxes available, £140. 
Ricoh daisy vifteel printer with Alan 
interface, C60- The lot for £200. 
Tel, <062S r 420762 

XL SYSTEM: BOOXL 1 050 disk 
rjnve, 1027 primer, psu's and 
leads, dusl covers, manuals, 
boxed all vgc, AtarltYriter Plus, Mini 
Office It, Microsoft Basic II, Turbo 
Basic, VisicalC. Xl.'XE disks etc. 
Inside Atari Basic, Eeay Program- 
ming. Atari Basic No splits. E18Q 
O.n.o. Delivery 50 miles or buyer 
collects. Conlact Ed on j0443|i 
2O3022 

PRINTER: 1020 printer/plotter wffr 
original box. instructions, power 
supply, leads elc. plus pens and 
paper. £40 ptu£ PS.P Write to 
Paul, 17 Spmg Road. Clifton, 
Sheflord, Beds SQ1 7 5RE 

MAGAZINES: PAGE 6 issues 2 10 
43, £25; Atari User complete sal, 
£15 Speech symhe&rser 1or Atari 
8-WL £10. AJI plus pip. Phono 
Andy on 0264 761900 

PRINTER: i029 wilh lour print 
styles in original box complete with 
menuels, £75. 1050 disk drive with 
leads, iranfilowner and mstixidion 
manuals. E65. Bolr> in escellenl 
condition Phone John on Q302 
666245 Of wnle lo Slelion Farm, 
Elmham, Dereham, NH20 5HH 

XL SYSTEM: BOOXL with 101C 
dala recorder, joysticks, manuals 
and over £300 worth ol software. 
All in good condition 1or only E80. 
Tel. (0805) 63524 

XL TAPE SYSTEM: 6QGXL plus 
1010 laoe deck, live certridges, 15 
games on cassette, joystick. Com" 
pulw Animation Primer. E60. Tel. 
081 743 $679 

ALIEN VOICE BOX: Ullra rare 
S-bit Atari speech synthesiser inc. 
software cn disk and ua&sorir; an- 
ginal box, inslruciions Works wilh 
all 6-bit Alari's but needs power 
supply lor XUXE, £35. 650 inter- 
Face unil with power supply, leads 
and manual, £35. Tel. 0273 
779595 (Bnghtcn) 

ATARI S-BIT BOOKS: Compute's 
Frat Book of Alari, £5; The Alari 
XL Handbook, £3; Your Atari Com- 
piler. £6; Atari Sound and 
Graphics, £5: Atari Basic Learning 
By Using. E3; Atari Software 1963. 
£t0; The Creative Atari, £6. Post- 
age extra, let. 0273 779595 
(Brighton) 



MAGAZINES: Atari Connection/ 
Alan Explorer I.The oflicieJ Alari US 
■riaou2inei. : j t: issues 1rorr Sum 
mer "84 to June '69, £50: Hi-fies 
(US only mag, only four issues 
evOr poblisnedh. 3 issues form Jan 
'84 10 June '34, £6: Alan Home 
Computer Club News/Input Ouipul 
{UK official 6-bil magazine), 5 
issues from Summer '52 10 spring 
"64. £5: PAGE 6, 30 issues from 
Issue 1 to 31 ex, issue 16. £35: 
The Atari Computer Owner's Club/ 
Monitor, the tirst 3l issues 1rom 
May '65 missing only Augusl '67. 
£30: Analog, the firsl 5fl issues 
Irom 1981 1o 1967 in en unbroken 
run, inctudino all the very rare 
early issues which were aJmosi im- 
possible to get even in 19S1 
C150; Antic, ihe lirst 56 issues 
from 1 562 to mid- 1 3B7 In an un- 
broken run. again snc*uding all ihe 
very rare early issues El 50. Ev- 
erything mint condition. Poslage 
extra Tel. 0273 779595 {Brighton* 

XE SYSTEM: 65XE, XC1 2 data 
rucorrJer J oysticks, nanua' and 
loads , Basic baox.. casseltes wolh 
over £100. cartridges worth over 
£40. In good condition, worth over 
£250, will sell 10f £130. Phone 
0262 75B23 •|8urnley|. most even- 
ir,gs and weekends 

XL DISK SYSTEM: 60OXL with 
1050 disk dru/e. reitner boxed buL 
in good condition w<lh ati appropri- 
aie cables and transformers, 3 
manuals and dusl covers, 3 joys 
licks. SO-*- cjames inc. Beachhead,. 
Autoduel, Art. Reality The Ciiy, 3 
Atari books and numerous PD 
disks. Buyer to collect. Would de- 
liver reasonable distance. £120 
O.n.o. Ring 071 739 5380 

MAGAZINES: 23 COd copies of 
Antic - 1363 (9|, 19$4 (6), 1945 
Analog, Nov and Dec 1966: 
PAGE 6 Issues 2 to 12 inc.; ST 
Usef.'WorlrJ issues 2 to 22. 25, 26, 
26 Offers r«ng 031 427 3034 

XL DISK SYSTEM; 303X1 64k 
with 1G50 disk drrve, icystk*: s1i n 
original ooxes, bank disks manu- 
als, over £150 worth of software, 
£100 o.n.o. Call Mark (0*74) 
564935 

MAGAZINES: Almost al issues. Qt 
(Old) Atari User from No. 1 to Vol . 
4 No. 7 inc. Can split, anything 
considered. Write 10 Paul. 17 
Spring Road, Clifton. Sheftdrfl. 
Beds SG17 5RE 

DISK DRIVE: 1050 drkve, needs 
Sight attention plus «Q0XL com- 
plete with tables, pgwerpack and 
BDcessories, magazines etc. Also 
large selOCUon nf games cas-sel- 
tes/dbsXs. Ring 0773 716260 for 
details. Buyer coHecls. 

XL SYSTEM: 300XL with cassette 
recorder, £40 worth or software, 
transformer, leads, manuals and 
one [oystibk. Exoellenl condition, 
£55 o.n.o. Phono Paul 06JX) 
291.352 

ST DRIVE; 1 meg replacemerl in 
torral tlnve tar ST. only used tor 3 
months. Sell 1or £40. Buyer COl- 
kscls or pays postage. Tel. {0409} 
595551 



XL DISK SYSTEM: 6COXL and 
1050 disk drive, power Supplies, all 
cables, original manuals and 
books, programs and cartridges, 
hardly used ard in mmt condition, 
£200. Call 021 427 4122 Jon. any 
time 

XL SYSTEM: SQOXL system wilh 
1060 disk drive, 1029 printer and 
leads. All boxed. Accessories, 
blank disks, games, Mini Oftice II 
and Font Editor, E 130 o.h.O, Phone 
091 488 5410 

XE SYSTEM: 1 30XE "053 disk 
drive wrlh all cables and psu's, 
Graphix At Printer iniehace. many 
gemes inc. both Alt, ReaMies, 
Autoduel, Zork 1 elc. utilities inc. 
Mini Office II. Graphics Transfor- 
mer, books IK. Mapping The Alan 
and a joystick. No splits. E150 
o n o Tel. (0234) 651930. even- 
ings only 

BOOKS: Making The Most of Your 
Alari. £3; Compute r S Alan Collec- 
tion Vol. 1 . £5; Advanced Program- 
ming Techniques For Your Atari, 
£7;Coriputor Animation Primer, 
E8; Atari ST&8000 Progammef's 
Reference Guide, £3; two disk 
based games. Tomahawk helicop- 
ter Wghi aim (XUXE, 54k). £5; Pi- 
rates Ol The Barbary Coast, frk 
Turbo Basic, £5. Send P.O."S or 
cheque plus 30p per item lor post- 
age 10 P.E. Morris, 1 16A Cranleigh 
Road. Southboume. Bournemouth, 
Dorset BH6 5JN 

XL SYSTEM: XL syslem, 22 disks. 
105Q disk drive. 4 ROMs, 2 joys- 
ticks and original manuals all for 
only £199,99- For details corriaci 
Gtwislophar Thomson On 0369 
4001 |afler 4pm} or write fo Alan- 
ton Cotlaoe, William Street Du- 
noon, Argyll, PA23 7JD 

DISK DRIVE: 1 050 + 66XE com- 
puter with all leads and manual. 
1029" printer with manual, dusl cov- 
ers and pnnter connections. Prog- 
ramming books, Buyer collects. 
Ring 07T3 716250. ask 1c Deteh 

XL SYSTEM: 65XE, XCtZ casset- 
te recorder. 2 joysticks, over E100 
woflh o1 games and Atari User 
mags 36-45, 47, £120. Phone 
Garelh on {0762} 7B5003 excepi 
morning unr>l 4pm. Buyer collects. 

XL SYSTEM; SCQXL with 1050 
disk drive, 1027 printer, 1020 prin- 
ter/plotter (boned, never used], 
touch tablel. Atari Artist cartridge. 
Alan Logo cartridge. Atari Wriier. 
ViSJCat. ? programming books, all 
leads, psu's, manuals etc. sell for 
£220 Q.v n.o- Buyer collects or 
pays postage. Tel. (0489j. S95551 

600 SYSTEM: S00 computer 
(48k), 410 recorder (needs psu). 
1020 pnnter.'lplotter, touch labtet, 
Atari ArtiSl cartridge, loads dF soft- 
ware, leads, manuals ex. sell for 
£BQ O.n.O Buyer gclleclE or pays 
prjyUge lei ;0469| 39665" 

XE SYSTEM: 130XE, XF561 disk 
drive, XCI2 recorder, dish box, 
disks, games, booki e'/erythmg in 
aa new condition and OOised Bar- 
gain Hi only E220, Tel. 021 7i2 
8033 



XE SYSTEM; In excellent condi- 
tion, latest 65XE, 1050 drive. 1027 
printer, louch lablet, 300 games 
and sohware in disc boxes. Moun- 
led on computer trolley lor tidy- 
ness. Only £l7S. Phone 0507 
363240 (Nr. Grimsby) 

XE SYSTEM: 130XE computer, 
lost: disk drive (with LazefLlS 
DoUbleri and SMM804 printer plus 
software, games etc. £245 o.n.o. 
Tel. 0664 424455 

INTERFACE: 550 interface wfth 
printer cable, Mini Office II and 
manual. £40 o.n.o. Also books. De 
Ra Alan, Tech Notes, many Antic, 
Analog. Monitor. PAGE 6, Alan 
User and other Alari books, cheap 
[0 a good home. Tel. 0532 B66149 

XE SYSTEM: Suffolk UMT has 
130XE, 1050 drive, printer l:F, 
OSS Basic XE and books. £1$0. 
Consider split. Phone 10284) 
7677"5 yvomngslorlul details 



WANTED 



DISK DRIVE: Wanted urgently, 
compat-ole with BOOXL Will pay up 
to £70 inc. pip. Write to John 
hlubbock. 38 Coniler Close, Wal- 
ton. Liverpool. LB 1JW or prione 
051 B23 9966 

HARDWARE: Wanted in order ol 
preferertce, 850 inierlace, 1027 
prinlar. 1029 printer or even 1O20 
primer lor enthusiast in Corfu. Tel. 
(UK) 0256 764507, Peter Kirkby 

DE RE ATARI: Copy d Du He 
Alan, must ba in good condition 
Will pay good price. Phone Paul 
on 06t 672 2814 

OLD ARCADE GAMES: I particu- 
lerty wanl Gyrus. Frogger and 
Pope ye (tape, disk or ROM). 
Phone Andy Scales on 0267 
624B1 1 or write to \ 17 Willon 
Bank, Saltbum, Cleveland, TS12 
1NS 

LEADERBOARD: Has anyone gol 
a copy of Leaderboard (Golf) on 
casselta. Will pay or swap lor 
another game. Contact David Fare 
on 0492 5961 0B or a1 7 Maes- 
Y-Llan, Gytfm, Conwy, Gwynedd, 
LL32 8N6 

HARDWARE: A:ari 'reak wants 
broken pits d Atari hardware l no" 
2500). Wdl pay postage and sntall 
pnee. Please wrfte with details to 
Russell Gilpin. 59 Gra&Sington 
Road. St Annes. LahCS, FYS 30E 

WAR GAMES: ConNid In Vietnam 
and NalO Commancler, bolh on 
cassette. I Will pay up 1o £25 for 
these games II you are interested 
write to Yasser Nabi, 1 176 London 
P:ji.iij. I e<jh-on-Sea. Essex 5S3 
2AH or phone 0702 75201 



MORE 
OVERLEAF 



FOR SALE ... WANTED ... PEN PALS ... ADVICE ... HELP ... 
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TRANSDISK IV 



NEW 
LOWER 
PRICE! 



WOW YOU CAN ENJOY THE PROVEN CASSETTE TO DISK 
TRANSFER SYSTEM ATA SAVING OF £7! 

Transdisk is a simple to use utility that will transfer most cassette games to disk - easily and quickly 



• Handles any type of cassette format 

• Allows several games on one disk 

• Handles cassettes that require 64k memory 



• Handles cassettes that load extra levels 

• Use all available memory on XL/XE machines 

• Full step by step instructions included 



* NOW WITH DETAILS OF OVER 300 GAMES SUCCESSFUL!- Y TRANSFERRED 

TRANSDISK IV IS NOW JUST £12.95 ■ ONLY FROM PAGE 6 

Send a cheque or postal order with the order form on our Accessory Shop page 
or just write. Credit card orders accepted by telephone on 0785 213928 

Send to: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 

Post free in UK. Overseas please add £2 postage 



contact extra., contact extra 



DISK DRIVE. Wawcc yfpcriily 
disk drive 41 OSO} and printer (1020. 
1027, 1029) for aooxL. all leads 
Blc. needed. Musi be in good 
working order. Reasonable price 
please. Contact Sieve Bate men, 
29A Stanley Haad. London. E12 
6RL 

BASIC: Wanted base flev. C car- 
tridge. Richard Carter 73 GrasweLi 
Park, S1. Saviour. Jersey JE? 7PO 

LEADEHBOAHD: Copv on casset- 
te wanted as i can't find it any- 
where in my area. Kevin Hannigen 
Cummeen, Adare, Co. Lime^icK. 
ftep or Ireland 

MUSIC COMPOSER- Music Corr- 

pose' oi other music :.-uMwd (? on 
disk or ROM which will enable ihe 
muf.ii; 1u be pnnled using an 
Epson campalibJe primer Phone 
Charles 0fl1 462 54 ?G. We.s1 Wick 
ham, Kent 

DISK DRIVE: XF551 or 1QS0 disk 
drive wanled in good working order 
and win leads and manuals. Will 
pay reasonable cost and postage. 
Pleas* write to Fergus Ferguson, 
Lough Gur. Bruit. Co Limerick, 
Eire 

DIGITISER: Wanted graphic dioi- 
traer 1of 1he fi-bil compuler a1 
reasonable price. Write to Ni> r 
Dare?. P.O. Box ■6002, Acco, Israel 
24720 



MAGAZINES: PAGE 6 issue 35 
and any issues prior to 31 . Also 
wanted, any issjes oF old Ateri 
User magazine. Offering in ex- 
Change one program 1or every 2 
mags (must be m good condriion). 
Programs all original disks Wltft ori- 
ginal documentation inc. some 
hard 1o lino titles (Karateka. Ser- 
pent's Star, Neverending Story 
etc.). Also looking for Computer's 
Atari Collector Vol. One. write to 
Ed Hall, 66 Morrison Drive. Yel- 
lowkniFe, Nodhwesl Territories, 
Canada, XiA 2Z1 

DISK DRIVE: Wanted 1D50, &10 
or XF551 disk drive. Trystan 
Negus 23 Newbndge Way. Tnuro. 
TRl 3LX. Tel. 0672 77972 

BOULDERDASH; Boulderdasn 4 
screens wanted, your own de- 
igns, rm addicied. i am compiling 
a Boulderdash library and need 
your screens to help me. Send all 
you've go-1. I will relurn your tapes 
or disks wish new screens ol my 
Own design and Iriend's designs 
Over 200 available. Appro* . 4G 
screens per TDK C60 (1 side), 40 
screens per d^k side Return post- 
age will be paid by me. M you 
haven 1 any screens send tor some 
1ree, enclose tape or disk and sae. 
I alsc urgently nee-n a ficcran iw. 
tor. Paul Kavanagh, 4 fiyecroft 
House. Tyarsal Lane, Holme 
Wood. Bradford. BD4 DEW 



DISK DRIVE: 1 D50 dls* dnve and 
games on disk, Boulderdash 
Bounty Boh Slrikes Back, Bruce 
Lee, Fed Apocalypse, Internation- 
al, Karateka. R.W. Walts. 26S 
Shenley Fields Road, Selly Oak, 
Birmingham, B29 5BH 

pfuntEH: Lhflenlly wanted tor 
sooxl. Details please 10 Bil. tel. 
i <?ed5 got 795553 



PENPALS/HELP 



LEEDS CASSETTE USERS 
GROUP: T r ie only n/Oup emirely 
dedicated to cassette UFiers. For a 
free inlormatron pack please send 
a large stamped addressed en- 
velope to Leeds Cassette User 
Group. 14 HotHn HHI Avenue, 
Leeds, LSB 2PP 

TURBO BASIC; I'm currently get- 
ting togelher all information thai f 
can on Turbo Basic, The end re 
suit wni be a disk wnicn is to be 
re eased c -lc ihe puhhe domain I 
you U.iwe .iny ntormatKJn on Ihe 
subject then send i1 to me. All con- 
tributions will be lisled on 1he disk. 
Haras you chance 1c be lamous. 
Write to me at Fl. Espinc, 1 1 1 PaE- 
ton Ridings, Paston. Peterborough, 
CambS, PE4 7UJ< 



USA CONTACT; 1 would like to 
hear from letlow e-biiters irom 
around 1he globe. ■ have been 
using my Aiart lor 10 years and am 
looking for new sources of PD sott- 
were as well as commercial ma! 
order outlets. Please write to Ray 
Wilmott, 10, South Hhoda Street, 
SpOts-wood. WJ 06864, USA 

PENPAL NEEDED- My name is 
Paul, I have a 130iXEand XC12. I 
have arounc) 2D games. I am new 
to tne Atari sceno and I would like 
to swap games and I would fake 
some useful tips. PJease write to 
Paul Nugent, 4 Pimebrook, Trim, 
Co. Meath, Ireland 

PENPALS WANTED: In Ihe 
Leicestershire area. I have a 
B0OXL with a 1050 disk drive wilh 
various disks plus some cassettes. 
H you would like to swap please 
contact Wanen Whlleman, 19 
Breadcroft Lane, Barrow-on-Soar. 
Loughborough, Leics, LE12 BHW 



8-BIT PENPALS: I have a variety 
ol B-bfl equiprnem and would like 
Eo correspond with any ojher B-h 1 
usas-s. Write to Paul Saunders. 24 
Tyler Road, Hazlemera. High 
Wycombe. Bucks, HP15 7NS 

CONTACTS: Any B-bMers wort* 
cwide to swap games hmr. anc 
tips. Disk based only please, A> 
letters answered, write 10 Paul 12 
Treelands walk, Ordsall Park Sal- 
ford. S. Manchester. M5 3FX 

XL'XE PENPALS; Hi, my name is 
Ray, I haveaaooxL, 2 toso 
drives, prmter etc I would like to 
swap hints, tips and games., so if 
you are interested wnle to R. 
Robertson. 1$ Lirtlebury Green. 
Basildon, Esse* SS13 1PA or tel. 
0268 584006 



FOR SALE ... WANTED ... PEN PALS . 



CONTACT Is FREE of charge and may be used by 
any genuine Atari enthusiast for contacting other 
owners. Any notice may be included except those 
offering software only for sale or exchange or those 
offering Items for sale commercially. The Editor 
reserves the right to omit any notice received at 
his discretion. 

Send your CONTACT notice to CONTACT, PAGE 6, 
P.O. Box 54. Stafford, ST16 I DR. Please write your 
notice on a separate sheet of paper,, not as part of 
a letter. 
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THE ACCESSORY SHOP 

ISSUE 54 



BARGAIN 

SOFTWARE 



We are still managing to uncover a few new items of software for 
your XLiXE so check all the new items this issue. Check the inside 
front cover and the following pages. Some items previously adver- 
tised are now sold out but there are still word processors for you to 
choose, from the most simple to the most complex ; plenty of games 
and much serious software - the choice is yours. As always we are 
able to offer these items at considerably less than the recommended 
price so check through the Accessory Shop pages. 



NEW! 




ROM 
CARTRIDGE 



BLUE MAX 

One or the classics of Atari history! Blue Max 
is set in 1915 during World War 1 mA lias you 
flying a mission in a bi -plane fighter bomber 
along a river attacking enemy planes and 
bombing bridge"! and the foe-mi's airfields. 
Superb diagonal scrolling similar lu Za\xOn 
makes this an exciting classic game, 

Normally £14.95 

OUR PRICE £7.95 



BACK AGAIN! 




ROM 
CARTRIDGE 



EASTERN FRONT (1941) 

The classic »nr siimiUilinn hs £'liris Trawl'iinl ili-n 

i-i nli-M M:i;-i usrrx when it was first released. Rased on 

the real life bailie of Operation llarharoraa on the border 
of Russia you must cuuirrumd (he fortes (hnni^h Ihr 
■■niiiiu;!' fcovbiu wiiilir til we sihellit-r sour skills can 
determine a different outcome from history, Ksss to 
understand. difficult In win bul an ideal intrudutlioii H> 
eompuler wurpuiniiit*. iWwilely ;m \1arl i-lassic! 

Recommended price £12.95 

OUR PRICE £6.95 



BACK AGAIN! 




ROM 
CARTRIDGE 



US FOOTBALL 

American Knot hall is now a trip, craze in this country 
and you can nuw plus at hunlt. Outsmart the defence, 
])»-.-. wirli MiiN^io^. iK'tui-in-y, run with speed and 
agility, make tackles, select offensive and defensive 
pla>s and more. You can take on (he computer in a 
practice game or challenge a friend to a dramatic 
video html name of your mn in a packed stadium. All 
the thrills of the uridirun, 

Normally £1235 

OUR PRICE £6.95 




ROM 
CARTRIDGE 



MASTERTYPE 



Now anyone ean learn to 1s pe whilst playing a chalk-moria 
yame, Musltrlspc ",\- one of lh>: 'game hasecT 

typing tutor* which requires you to /ap enems words as 
they approach from I he four corners of thr screen. Jin I U 
nol really a game fur, before yuu realise It. you will 
become quite proficient on (he keyhnard as ynu progress 
thrtutgh IK lessons of increasing complexity. 

Recommended price £14.95 

OUR PRICE £2.95 



DAVID'S MIDNIGHT MAGIC 

Pin ball on your Atari can become totally addictive as 
thousands nf addicts to the Famous Pinball I'onstruc- 
liun .Set ssill testify, Now you can join 111 the fun with 
David's Midnight Magic, all the thrills uf the pin hall 
table on vrnjr serpen, There arc flippers, bumpers, 
drop targets and you ean even 'shake" the machine. 
All of the action of real arcade pin bull fur up in tour 
players 

Normal price £14.95 

OUR PRICE £7.95 



BACK AGAIN! 




ROM 
CARTRIDGE 



R0B0TR0N 2084 

It's the year and ynu Ye the only being left sshu 

can defend humanity against the Robotron armies! 
You've got to move tpiickh lo reseue the defenceless 
humans and blast fast with your anti-robot laser gun 
to shatter llu oncoming waves of <■ run Is. Hulks. 
Drains, Spheroids. Electrodes and mutant Progs. Only 
you can save the last survivors! 

Normally £12.95 

OUR PRICE £6.95 



NEW! 




ROM 
CARTRIDGE 



MOON PATROL 

Your beat; Sector \ine, home of the- roughest. toughest 
thugs in lb? galaxy. Yuu have the finest patrol car on the 
forte, cumplclu with aiiti-oraitty jump buttons and laser 
bullets but vrrii'll need more 1han a hoi car in the rough 
terrain of Sector Nine. Blast I'FOs. Leap over landmines, 
Demolish lunks and jump huge craters and moon rucks - 
just to survive. Ureal 31) graphics and good music add to 
the enjoyment of this addiclbe arcade conversion. 

Normally £12.95 

OUR PRICE £6.95 



BACK AGAIN! 




ROM 
CARTRIDGE 



MISSILE COMMAND 

Another of the all-time classic arcade games 
that has ynu defending cities from missile 
attack. Command the defence guns as enemy 
missiles rain down from space tn attack your 
cities,. Later smart missiles and bombers will 
appear making the action more and more fran- 
tic. For one or two players. 

Normally £14.95 

OUR PRICE £5.95 



BACKAGAiNl 




ROM 
CARTRIDGE 
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MICROSOFT SASIC* 



BACK iN STOCK! 





DISK 
ONLY 



MICROSOFT BASIC 

Microsoft Basic II is now sold nut but > rj u can still 
practice prciyrammiiii; iik the standard Bask if you have a 
disk drivL. Microsoft Basic is ideal is you want tu convert 
programs from other machines as it contains mans of Hie 
commands that art 1 missing frnm Atari Hasic. You'll be 
able to share the cr within nf programs ■* iih other compu- 
ter owning friends and maybe type in and adapt listings 
vn nt1 1- n mi nlher computers. 

Recommended price £9.95 

OUR PRICE £5.95 



TOUCH TYPING 

Everyone who uses a computer needs to brush up un 
their typing and now you can learn tu ty pv like a 
professional lynist with ihi-s complete tutorial. Touch 
Typing presents a self (MCrdl method Of learning hy 
letting you practice typing letters, sentences and para- 
graphs, The computer determines word* per minute* 
nuinh.fr of errors and sour weak points. Random 
sentences are generated to drill you in I hose urea*., 
Contains two cassettes and instruct ion manual. 

Previously £19.95. 

OUR PRICE £4.95 




CASSETTE 
ONLY 



! 

|UCCiES' RAINBOW 




wagm 




I 



DISK OR 
CASSETTE 



JUGGLES RAINBOW 



A first computer learning experience for children 
aged 3. to * that teaches the concepts ctf ubuvc, below, 
left and right plus: Idler recognition allowing the chid. 
1o enjoy learning with colours and music and games 
the* can create and p-lay themselves. 



OUR PRICE £5.95 

NOW ALSO ON DISK! 



JUGGLES HOUSE 



Another far .1 to ft year olds teaching the ennccpts of 
inside, outside, upper and lower with Juggles 4 House 
and Toyshelf. each game also includes a 'playground* 
where children can try out these new ideas for them- 
selves. 



OUR PRICE £5.95 

SPECIAL OFFER - PURCHASE BOTH 
JUGGLES PROGRAMS FOR JUST £935 




CASSETTE 
ONLY 



J 





2 



Cassette users wishing to learn Ttasic programming 
can benefit frnm I Kin tape based tutorial. The Invita- 
tion Tu Programming 2 set. entitled Writing Your 
Own Program*, comprise* TWO cassettes and TWO 
workbooks and does, not require Invitation To Prog- 
ramming I, With these actual, on-screen, examphts 
i our program mi up hooks Mill come alive and you 
will be writing your own programs in no time. Si art 
in program now at our bargain price! 

Original Price £12.95 

OUR PRICE £2.95 




CASSETTE 
ONLY 



LOWER PRICE! 




DISK 
ONLY 



LETTER WIZARD 

For those who need a little more sophistication in 
a word processor, Letter Wizard gives, you all of 
the basic feature* you would expect plus mail 
merge, print of selected pages, headers and foo- 
ters, automatic page numbering and a whole host 
more print formatting .styles. AH hough set up for 
Epson compatible printers; or the NEC KU23. con- 
trol codes can be sent direct to the printer Comes 
wjfh an easy to learn and use manual phis a handy 
Quick Reference card. 

Original Price £19.95 

OUR PRICE W01VE5.95 



A VAIL ABLE AGAIN! 



EASY PROGRAMMING 
FOR YOUR ATARI MICRO 

Thfc rwwik went nul nf print 3 years ago and we huvc beiMi wurtliinj; Cm :< 

reptiicc-munl ever since. \\<c me ahsuliifc-l.v r)4-ILu;htLwl 0> hjini; found ic -ii.i .il 

nne lit llic fo-sr lu-(;liii»b-i 's tH>nk^ mi published. Over the pi*s( couple of yean 
Whenever snmennr- bus phoned for a begin ner> n«Mik <tn priijirumrninn have 
.adOsfrd then ta (r> und find a HtiMMl hand copy nf this hunk ■ nuw yiMj can buy 
It once icjiuin, brand new! By the end nf thi* hnhuk you'll be wrilinn >ntir own 
prcjgrjm.*, including those with full graphics and sound. 

NEW REDUCED PRICE £4.95 



ATARI ADVENTURES 

\n cs re I lent bunk wrltlcn by adventure expert Tony 
Ftridjjrs entering ndi ClitureH in gene-rid iiiLtl sbimiiie. 
how you cun write your own adventures on the- 
Atari. This boot has in lati formed the basis fur 
SiOine of the adventure listings thai have been pub- 
lished In PAtJE 6. Tony will take you through 
cs.Lirrip.lLs <»f commercial advenlnres v^lth Lots of 
buLik^ruund lo all different r^pfs njr mi venture and 
then sbctM -mju ln.ii-* all these i-dros ljmi ^H• put 
h%ether in vour \ery own adventure. There is a 
playable- ud venture listing called The Kye- «!' t he 
Star Warrior tn show you Jusl how H all c«mi> 
togelher. Everything yuu need lo know to write your 
lit si Lidvenlurt, 



Crtivantows 




Puhlhttett prii r 

OUR PRICE 



£5.95 

£1.50 




Published price £8.95 

OUR PRICE £2,00 



MICRO ENQUIRER 

A large formal book that covers the world of micros in 
general with some specific Alari sections. The book 
contains a led uf worthwhile hurkjirniind informatiun on 
home computing and is ideal fnr thnme who are recenl 
concerts ur who want lo expand their general knowledge 
of coinpulers, It covers ail sorts of topics including 
languages bulletin hoards* CAD, Data Processing, Prin- 
ters, Artificial Intelligence and much inore r There are a 
few Atari specific programs tu illustrate various coneepls 
hut Kcneralty I his Ih>oK "ill fulfil ;» need tci know mure 
ahoul the wurld of eumputins in general- Large format 
wiih over 1#0 pages. 



WRITING STRATEGY GAMES 

If >rnj ure fed up with simple amide Myle panies but 
4ire not .sure of the maths required in writing 'think- 
ing/ games like chess here is a hook thai will help 
you out. Tn write yanvKs of strategy requires nut nnly 
a kno-wledrijf nf pnjur^llimlng hut »\&3 nsf c ertain 
ma the nuil ie-iil and coding techniques- This lnn?k i> 
pitched at an intermedial v level, jj*su.mlng I hat you 

iilrt jds knitw si-»rnL- Aliiri liuxLL'. Mai/hint t'ddi 1 prrij;- 
r^mmt-rs are ulsn caiered for with many hints an 

hw 1 lit's thL ri tu tines. I'he b*ictW envers the 

pni^ruiiunio^ theory behind intelliucni uamtvlH-lnre 
mo v Inn °n lo practical esHmple* of setting up a chess 
board, moving pieces and plying. Ihrouch. There are 
...un pie Raines tur draughts, chess and nlher strategy 
Raines. 



writing strategy 
yatrm 

ffiur ATX tfT^W 




PtiP&slvd price £5.95 

OUR PRICE £1.50 
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LIMITED STOCK ITEMS 

ALL ITEMS FOR XL/XE ONLY 



INCLUDING NEW ITEMS NOT PREVIOUSLY LISTED 

These items of software are new to us or are replacements for items previously sold out 
Some are in short supply and may not be available again. Get them while you can! 



ADVENTURES/ROLE PLAYING 



DRUID 



One of the best graphic role-play- 
ing adventures on the Atari, Your 
quest Is to destroy four princes 
with spells, magic and fighting 
DISK 

Original price £11.95 

OUR PRICE £3.95 



SILICON DREAMS 



Great sci-fr adventure from Level 
9, Three superb adventures with 
graphics - Snowball, Return To 
Eden and The Worm in Paradise 
DISK 

Original price £14.95 

OUR PRICE £6.95 



JINXTER I JEWELS OF DARKNESS 



An adventure from Magnetic 
Scrolls, the team that set new 
standards hn adventure design 
Requires 1050 or XF551 drive 
DISK 

Original price £19.95 

OUR PRICE £7.95 



Three, origin at classics from Level 
9 ■ Colossal Adventure. Adven- 
ture Quest and Dungeon Adven- 
ture (the solution's, m Issue S3!). 
DISK 

Original price £1*4.95 

OUR PRICE £6.95 



GAUNTLET LANCELOT 



Possibly the most famous role- 
playing game of all. Explore trie 
dungeons In (his original game 
from Mindscape, 

DISK 

Original price £19.95 

OUR PRICE £7.95 



Maybe Level 9's best adventure. 
Highly researched and well writ- 
ten, set i n the times of King 
Arthur 

DISK OR CASSETTE 
Original price £1-4.95 

OUR PRICE £7.95 



THE ETERNAL DAGGER I ARCHON 



Many consider the SSI role-play- 
ing games to be among the best. 
This is the follow up to the best- 
selling Wizard's Crown 
DISK 

Original price £24*95 

OUR PRICE £8.95 



Available again^ the unique mys- 
tical battle set on a chess bpard. 
Control the squares In a battle 
between forces of light and dark 
ROM 

Original price £1 4. 95 

OUR PRICE £7.95 



GAMES 



SPINDIZZY PAC-MAN 



Well known and highly regarded 
game in which (he aim is lo explore 
and map a 3-D world. Excellent 
graphics and testing puzzles 
IJISK ONLY 
Original price £9.95 

OUR PRICE £4.95 



Possibly the mast well known ot all 
computer carries. Still a classic and 
stitl in demand 

ROM CARTRIDGE 
Original price £12.95 

OUR PRICE £6.95 



SMASH HITS 7 INTERNATIONAL KARATE 



Four great games - Colossus Chess 
3. Eleclraojide, Blue Max and Alley 
Cat. This sold out very quickly last 
time! 

DISK 

Original price £14.95 

OUR PRICE £3.95 



Atari owners waited years for this 
and when it finally arrived everyone 
raved over It. Still the best karate 
game around. 

DISK 

Original price £9. 95 

OUR PRICE £4,95 



WAR GAMES 



NATO COMMANDER I DECISION IN THE DESERT 



You are commander ol Wato and 
your task is to defend Europe 
from Soviet invasion. Top class 
graphics, five scenarios 

DISK 

Original price £14.95 

OUR PRICE £5.95 



Take command at the Battle Ol El 
Alamein. You can lead either Side 
in this accurate simulation from 
the creators of F-15 Strike Eagle 
CASSETTE 
Original price £14.95 

OUR PRICE £5.95 



CONFLICT IN VIETNAM PANZER GRENADIER 



A simulation of five battles of the 
Vietnam War, Can you change 
history? Excellent graphics, 
various skill levels, 1/2 players 
CASS ET' IK 
Original price £14.95 

OUR PRICE £5.95 



A wargame of German armoured 
infantry on the Eastern Front. 
Five historical simulations, skill 
levels, joystick control, graphics 
DISK 

f Original price £19.95 

OUR PRICE £9.95 



BATTLECRUISER 



The complete simulation ot World 
War I and World War II surface 
battles in the Atlantic from SSL 
Simple graphics but detailed play 
DISK 

Original price £19.95 

OUR PRICE £9.95 



CHECK OUT THE 
INSIDE FRONT 
COVER FOR 
NEW CASSETTES 



SIMULATIONS 



FLIGHT SIMULATOR II 1 1 SOLO FLIGHT 



The best ol all flight simulators. 
Nothing more need be said about 
this tremendous program now 
available once again 
DISK 

Original price £34.95 

OUR PRICE £9.95 



A very neat flight simulator, not 
as complex as FS2 but siill with 
the real feel of flying. Ideal to 
learn pn before Irving FS2 itself! 
DISK 

Original price £14.95 

OUR PRICE £5.95 



MIG ALLEY ACE KENNEDY APPROACH 



An aerial combat simulation sal 
In Korea with 3D graphics, cock- 
pit instrumentation, different skill 
Levels and much more 
DISK 

Original price £14.95 

OUR PRICE £6.95 



Totally unique. A simulation of Air 
Trail le Control at one of America's 
bus,ies1 ail ports. With real digitised 
speech, you'll feel you are there! 
DISK 

Original price £19.95 

OUR PRICE £8.95 



SARGON III CHESS COLOSSUS CHESS 4 



Regarded by some as the finest 
chess simulator of all. Wins levels 
from beginner to master. Ideal to 
learn with as the manual teaches all 
the lundamentals o< the nnrru: 

DISK 

Original price £1A>95 

OUR PRICE £5.95 



Claims lo be the besl chess prog- 
ram at all. The writers of Sergon III 
would disagree, bul tner* Is no 
dr>ub this is a tine chess simulation 
particularly far advanced players 
DISK OR CASSETTE 
Original price £14,95 

OUR PRICE £6.95 



WE St (UiEST THAT YOU CHECK AVAILABILITY OF THESE ITEMS BY TELEPHONE 
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SeiecUm 



CAVERNS OF MARS 



LAST FEW! 



DISK ONLY 

Winner of one of the Hrsl Alari programming competitions, this was one of 
the fir 51 vertical scroller* ami remains a much sought after original game. 
Defend through the caverns iivuiiling mines and picking, up fuel. Highly 
playable and addictive^ only cme nr two have made il to I he bottom of the 
tavern to discover the secret I hat awaits them. 

LAST FEW WITHOUT BOX BUT WITH FULL ORIGINAL MANUAL ■ 

LOWER PRICE £4.95 



MUSIC PAINTER 

An evcilinii rdLu-uticmal program Ihut helps to leach music hy using colours 
instead of notes. Change the fifteen supplied songs* lu feature different instru- 
ments, make the noil's hmger or shorter or transcribe your own songs. No 
mustcal km™ ledge required 14) make your nun urc.ir musk. Children or adults 
alike will gel great satisfaction from beinn able to create their very own music. 



DISK 
ONLY 



ORIGINALLY £14.95 

OUR PRICE £7.95 



SCREEN DUMP 1020 

Own era of I he N)2b primer: pi idler will be du lighted with this utility which has 
been unavailable for a long lime, Now AlariArtist picture!!, can be dumped to 
your 1020 in FULL COi.f H ii. ,Jlis1 bout up tin- lupc, sclecl your favourite 
picture and let the software du the rest. 

CASSETTE ONLY 

Originally £14.95 OUR PRICE JUST £2.95 



HOME FILING MANAGER/PAY OFF 

DISK ONLY 

The Hume Filing Manager record keeping system that simulates index cards un 
your Atari, keeps (rack of almost anything together with The Pity -Off Adventure 
■ yuur chance U> samplr on adventure in classic style, This iwo disk set also 
includes some cop class graphics demos. 

SPECIAL PRICE - ONLY £1 



MACRO ASSEMBLER 

The Macro Assembler will allow yuu Hi create yuur own machine lani>ua>£c 
games and applications five limes faster than with the Assembler Editor 
cartridge and il can assemble as many as 1600 symbol definitions with no limit 
on program size. Ynu can duplicate code, optionally assemble code and modu- 
larise your program. A Program Text Editor is included. 



DISK 
ONLY 



Normally £19.95 

OUR PRICE £7.95 



LAST FEW! 



A ft IKS 
flUAitY 



cm 




PRINT SHOP GRAPHICS 

The official PRINT SHOP (irjphi^ I.ibniry tym prises 
[hi'vv sup id villa iJiskh l \\\lh I2M urufrhtL's Jintl ;l 
I j ■ 1 1 1 r l i J ■ ■ u L it lVrLiiL L 1 £iiide iy\' Che nv-vi irnns, Ili^ik I 
covers Holidays, Sptfiriid ( Utiisiims, KpiirlK und imtrv. 
Disk 3 covers llufline&N, Stmhi>l.s, VI yihiihi^ v ^inrl 
others. ONLY Nrt.s 1 and 3 VOW \\ All .A Ft 1 .1 ■:. I h*>i.- 
are all tup quaUl> ^r^iph ic* in die Hiriftirud Brrhdvrhiinci 

Print Shop packaging. 

Original Price £12.99 each 

OUR PRICE £4.95 «ach 



SPECIAL - BUY ROTH FOR JUST €8.95! 



TIMEWISE 



REDUCED PRICE 



Why not use your Alari as an electronic diary? Timewise allows you to keep 
track of all your appointments and Important dales on a daily, monthly or 
yearly basis. Now you can dispense with your diary and let your Atari do the 
work. If you have a printer I inicw ise allows you to print oul Ihe information in 

a variety uf wavs. 



DISK 
ONLY 



Originally £22.99 

OUR PRICE £3.95 



ZAXXON 



One of IhL- all lion- classics for (he Alari. Zajtxon set new standards when first 
issued and was copied many times. Pilot your craft across the unique 3 
d Linens iona I battlefield shooting enemy fuel tanks, anti-aircraft tanks and mis- 
siles before launching off through space fur the ultimate conflict with a mighty 
rohol - few have got this farT Zaxxon. often copied, never bettered and NEVER 
at this incredibly low price!: 



DISK 
OR CASSETTE 



RRP £7.95 cassl£9.95 disk 

OUR PRICE £2.99 



PLANETARIUM 



BACK IU STOCK! 



fun or edueaiinn? Kutli rralU in this fascinating look at the heavens. Over 1200 
stars, 8R constellations, the solar system and more than .100 deep-sky objects are 
depicted in this program that allows you to view the universe. Yuu run nnikr Cellar 
.mi:: planetary maps sludv ellipses, learn aboul lutilude and longitude and much more. 



1 050 drive only Normally £1635 

Please stale when ordering il 
you have a US Dcubler titled 



OUR PRICE £ 6.95 



PROOFREADER 



Users uf Atariwriter will be delighted with tbis. Ihe lone lost spelling checker for 
the Atariwriter cartridge! Proofreader may be loaded alongside Atariwriter to 
give you instant access to a dictionary of 36,000 words. If that is nol enough you 
can add your own words as ynu 120. Krrors are hiphliijhti-tl on screen for 
correction, unusual words can he sjv.ed and you can look up spellings- 



DISK 
ONLY 



OUR PRICE £5.95 



BASIC CARTRIDGE 

Why hMMilil y 1 1 u Mil n| H i Bank ( abridge when Basic is already built in to your 
machine? Well some programs, especially some early public domain programs 
won't run on 1 he XL'XE but they will if you plug in the old version of Basic. 
Much more convenient than having to boot in the old Basic from disk and, al 
this price, worth having just as a backup. 



ROM 
CARTRIDGE 



OUR PRICE £3.95 
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HANGMAN 

The original computer education game suitable for nges from S to 
adult. Three levels of play with 411 words- in each. You play against the 
ctniipiJlcr b_v Liin'^^inti lllE,' word 1 tie computet' Tills duiSCIl. I SX-S 
keyboard or joystick. 

CA ™V E OUR PRICE JUST 99 P! 




STRANGE ODYSSEY 

,\t Ihe galaxy's rim, there arc rewards aplenty lo be harvested from ;i lung-dead 
alien civilization, l-'abuluus treasures ... advanced technologies far beyond human 
ken ... \ II this -ii id nunc- awaits Ihe hraie |>alactic \dv en 1 u re r , IUH well \ me he 

able to recover the wealth and return h e'-* Prepare yourself for a Strange 

(Idyssey! Scot! Adams Graphic Adventure 46 Ls a Moderate level adventure. 

only OUR PRICE £7.95 








HARDBALL 

American League baseball at it's very besL A highly regarded game ■ check (Ml 
Ihe review ■■■ Issue 45 'THF bes| spurts simulation on the Atari", I.ctok over the 
pitchers shoulder as he throws the hull to the waiting trio of hatter, catcher untl 
(imp in.-, In H;trdtiall vrm can In! run, steal, lilnnl unci dive, ellan^e the fielders 
and do everything you ean do in the real game, rnr one Off two players. 

Normally £14.95 
CARTRIDGE OUR PRICE £7-95 




GALAXIAN 

ImMief arcade conversion that retains all of the addiclivcuess of the uHgiiiul 
and still slands us one of Ihe all Ihne classics. Blast Ihe galaxians as l hey ad 1 , ancc 
In formation and peel off to attack. With one or two players and 10 skill levels 
you'll be entertained Tor a time. Includes an easy option for beginners. 

Normally £12 95 
CARTRIDGE OUR PRICE £6-95 








TAIL OF BETA LYRAE 

Our A-Z of Atari Software series says " t he ultimate "Scramble' clone with 
superb graphics and music. This humdinger ihf a liori/.uutallv scrolling shoot 'tin 
up was written hy Philip Price., and the music was by flary Cilhcrlson, They 
later went on Co write the 'Alternate Kealily* names." This is one of the few 
original glassies' rijjlil up Ihcrf with t hf top arcade games, of all time, 'live your 
eyes, ears and reactions an unforgettable treat! 

CA ™7 E OUR PRICE JUST 99P! 

ONLY 




RESCUE ON FRACTALUS 

Ask old hands what was one of Ihe best games ever for Ihe Mari and ;■ yimd 
proportion or thrm will say Rescue on Fractal U& This game from I.ucasfilm set 
new sNirnhirds in computer games combining a space night simulalur with a 
rescue mission. Super, ever changing, -3-D scenery as you fly through Ihe 
mounlains |o hmil mm the pland unci rescue branded pilots. 

Normally £14,95 
CARTRIDGE OUR PRICE £6.95 








BALLBLAZER 

Another from I.ucasfilni, this tup quality split screen game takes place in a 
games arena of the future ^ <n\ iire strapped in<« a kchiofciil ho^nnifl-likc- 
vehicle thai skims over the surface of the play-field at 511 metres per second, the 
object is simple, jusl release your riasrnorb through your opponent's gusil- Twn- 
rr simultaneous, play with first person perspective for troth players, 

Normally £1435 
CARTRIDGE OUR PRICE £6.95 




SUPER BREAKOUT , 

Hreiikiml was Ihf original simple yet tutally addictive game and this enhanced 
version will provide even more addictive fUHL Several variations on Ihe basic 

ilii f a v;ill a hi*- for chiif lo fciur players Ojp to H on Ihe NOTE that 

this game require* paddle cunlrullers. 

Normally £935 
CARTRIDGE OUR PRICE £3.95 








STAR RAIDERS 2 

flu- original Star Raiders i> updated with belter graphics and sound. Your job 
is tu clear each sector whilst ensuring thai 1 he enemy do not overrun planets in 
another pari of the galaxy, ft will take skill in deciding which sector to wurp lu. 
can you afford to clear a sector or "ill you have lo leave m defend a planet unci 
■ f 1 urn later! A great follow up to an all lime classic. 

Normally £14.95 
CARTRIDGE OUR PRICE £6.95 




LODE RUNNER 

Another classic, perhaps the best or all platform Raines. Vnu are a highly trained 
<ialacllc commando deep in enem.s territory . Vour mission is lo infiltrate all 75 
of the enemy 's subterranean levels to recover every last piece ofgihld, Vnu are 
equipped with a laser drill pistol hoi youH need cunning, speed and agility. 
I.ihde Runner includes a unique extra that allows you lo create your own level*. 

Normally £1435 
CARTRIDGE OUR PRICE £7.95 








SILENT BUTLER 

The all round personal finance planner that keeps track of three hank 
accounts, maintains income records, reminds you of birthdays- annive- 
rsaries and im nor Null chiles ;uul generally keeps you up to date on 
your financial status. 

O riginatty £14.95 

only OUR PRICE £6.95 




ONE ON ONE 

flay basketball with |v»o of America's top players in this great sports simulation 
winch features realistic offensive and defensive moves. I'uliguc faclors, hnl 
streaks, a shot clock, even iiistawl repay and a shattering hackhoardl Like the 
KHine nil 'Imskelball itself. One-nn-One rewards you for playing with your head 
as well as your hands. 

Nftrmallv £1435 

CARTRIDGE OUR PRICE £6,95 








FIGHT NIGHT HI 

Ftgtel Might brings you all the Shrills of the boxing ring as you face five of the 
mosl brutal fiuhtcrs ever. Its Five separate battles arc tulal war wi|h relentless 
action. The Buxing Coilslruclion Set allows you and your opponent to create 
your own perfect boxers, selecting slamina. intellect and style. Step inlo the riujj 
|i» pn \\n\r perfect hover against the computer or another opponent. 1/2 players. 

Normally £14.95 
CARTRIDGE OUR PRICE £7.95 




DESERT FALCON j 

A version of Ihe classic Blue Max lhat finds you flying across the desert Indiana 
Jones style searching for hicrngh phics hidden in the rkeserl sands. Von need In 
survive long enough to destroy Ihe howling Sphinv. The longer you survive and 
Ihe further you proceed, the more perilous your mission becomes. If you destroy 
Ihe Sphins you uel lo nam Ihe bonus round for even higher poinls, t-'our levels. 

Normally £1435 
CAHTHIDGE OUR PRICE £7.95 
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ORDER FORM 

ALL ITEMS FOR XL/XE 



NEW SOFTWARE 





Ttte 




Total 




"ARC HON 


£7.95 






BATTLECRUISER 


£9.95 






COLOSSUS CHESS 4;Dis< 


£6.95 






COLOSSUS CHESS 4(Cbs.[ 


£6.95 






CONFLICT IM VIETNAM 


£ 5.95 






DECISION IN THE DESERT 


£5.95 






DRUID 


i 1% 






ETERNAL DAGGER 








FLIGHT SIMULATOR II 


i 1% 






GAUNTLET 


£7.95 






INTERNATIONAL KARATE 


£4.95 






JEWELS OF DARKNESS 


£6.95 






JINXTER 


C 7.95 






KENNEDY APPROACH 








LANCELOT (Disk) 








LANCELOT (Cass) 


£7,S5 






MIG ALLEY ACE 








NATO COMMANDER 


£ 5.95 






PAC-MAN 


£ 6,95 






PANZER GRENADIER 


£ 9 93 






SARGON III CHESS 


£5.95 






SILICON DREAMS 


£6,95 






SMASH HITS 7 


£3.95 






SOLO FLIGHT 


£5.95 






SPINDEZY 


£4.95 






Total 







PAGE 6 SOFTWARE 



All on disk unless shown 


Gty. 


Title 


Price 


Total 




TRANSDJSK IV 


£12.95 






TARITALK 


£19.95 




MINI OFFICE ,11 


£14.95 






SPELL ME - Disk 


£6.9.™ 









SERIOUS SOFTWARE 





Title 


Pritt 


Total 




BASIC CARTRIDGE 


£3.95 






HOME FILING MAN. PAY OFF 


£1.00 






INV TO PROGRAMMING 2 


£2.95 






JUGGLES HOUSE 


£5,95 






JUGGLES RAINBOW £5.95 






JUGGLES RAINBOW HOUSE £9.95 




JUGGLES RAINBOW -DISK 


£5.95 






LETTER WIZARD 


£5.95 






MACRO ASSEMBLER 


£7.95 






MASTERTYPE 


£2.95 






MICROSOFT BASIC 


E5.95 






MUSIC PAINTER 


£7.95 






PLANETARIUM 








PRINT SHOP GRAPHICS 1 


£ 4.95 






PRINT SHOP GRAPHICS 3 


£4.95 






PRINT SHOP f B0TH| 


£&,95 




PROOFREADER £6.95 




SCREEN DUMP 1020 | £ 2.95 






SILENT BUTLER 


£6 95 






TEXT WIZARD 


£ 7.95 






TIMEWISE 


£3.95 






TOUCH TYPING 


£4.95 






TYPO ATTACK 


C6.95 














Tclal 







Qty. 


Tiile 


Price 






EASY PROGRAMMING 


[4,35 






MICRO ENQUIRER 


C 1.50 






ATARI ADVENTURES 


E 1.50 






WflfTTNG STHATE3Y GAMES 


£1.50 












Tow 





GAMES SOFTWARE 



■aiv. 


Tie 


Price 


Tdal 




BALLBLAZER 


£ 8.95 






BLUE MAX 


£7,95 






CAVERNS OF MARS 


£4,&5 






DESERT FALCON 


£195 






GALAXIAN 








HARDBALL 


£7.ft5 






FIGHT MIGHT 


£715 






LODE RUNNER 


£7*5 






MAXWELLS DEMON 


E 1-99 






MISSILE COMMAND 








MOON PATROL 


£6.95 






MR ROBOT -CASS 


E1.99 






MR ROBOT -DISK 


1 1.99 






ONE OH ONE 


£6.95 






RESCUE OH FRACTULAS 


£6.95 






flOBOTROH 2054 


im 




STAR RAIDEflS 2 






STRANGE ODYSSEY 


£7.B5 






SUPER BREAKOUT 


im 






ZAXXON - CASS 








2AXX0H • DISK 


UM 






ZORK 


£2.95 




Total 






PUBLIC DOMAIN ETC. 


My. 


Title 


Price 


Total 




ISSUE 54 DISK 


£ 2.95 






B-FJIT REFERENCE GUIDE 


E 6.95 






TURBO BASIC 


£ 3,95 




Total 





CASSETTES 

see inside front caver 



3l'f 


Title 


lulal 














































































































Total price pest Free 





99p CASSETTES 



fry. 


Utta 


Price 


Total 




HANGMAN 


im 






TAIL OF BETA LYRAE 






Total 





FREE NIBBLER - 

IF CBffifl TOTALS M armore {a postotp] 

TOTALS 

Software a. £ 

Boohs E 

Post and Packing or ataue £ 

Public Domain £ 

PAGE 6 Software £ 

Total £ 



1.00 



NOTE: post and packing as shown MUST be added to all software excluding 
specter cassettes, public domain and PAGE 6 Software. Most goods wilt be 
despatched within a few days but please allow up to 28 days tor delivery 



TELEPHONE ORDERS 0785 213928 



Name 
Address 



Total Order £ 
OVERSEAS postage PLUS 25%" £ 

Total £ 

" NOTE OVERSEAS POSTAGE CAN SOMETIMES EXCEED THE VALUt Of rwr O^OS/t-if 
THIS OCCURS WE WtLL WftfTE TO YOU BEFORE SHIPPING 

Please make cheques payable to PAGE 6 
POST TO: PAGE 6 S P.O. BOX 54, STAFFORD, 



I | I enclose cheque/P.O. for £ 
LJ I authorise you to debit my credit card 

□vrsA Daccess □eurocard Qmastercard 

My card number is: 

□□□□ □□□□ □□□□ nnnn 

Expiry date: □□ □□ 

Signature 

Please ensure that the name and address shown are 
the same as the cardholders. 

16 1DR Tel. 0785 213928 FAX: 0785 54355 




NEW LYNX SOFTWARE 

Nothing to do with the ST this, but a targe number of ST owners also 
have Lynx machines to continue their addiction wherever they may find 
themselves, so we thought it might be of interest to report forthcoming 
software for the Lynx this issue. 

Atari have a most fmpressive array of software fined up for J 992 some 
of which will have been released by the time you read tfTJS- There are 
over 30 new tides scheduled for release during the first six months of 
the year including popular coin-op games such as TQKf, XYBOTS, 720 
and ROLLING THUNDER as well as conversions of many of the most 
popular ST games such as LEMMINGS, SHADOW OF THE BEAST and EYE 
OF THE BEHOLDER. Atari themselves have a line up of sports titles for 
1992 wfth NFL FOOTBALL, HOCKEY, MA1IBU B/KIN! VOLLEYBALL fnot 
yet a recognised Olympic sport we suspecVl WORLD CLASS SOCCER 
and more. 

Some other titles include GOLF, CHECKERED FLAG, a racing game in 
which you can construct your own courses, FIDELITY ULTIMATE CHESS 
and several arcade style games such as BASXEfBftAWL, WKING CHILD, 
and GRID RUNNER. 

Ail in af! J 992 looks like being an interesting year for Lynx owners, 
provided Atari do actually release all their stuff. How many times have 
old Atari hands read of 'imminent' releases that never quite made it? 



NEW BOOKS 

Kuma ha ve recently published two interesting guides for those interested 
in DTP on the ST, respectively^ Desktop Publishing with Calamus and 
Desktop Publishing with TlmeworJrs These books each contain introduc- 
tions to DTP and the respective software, followed by several 'projects' 
which take you step by step through the stages of creating a particular 
document. Unlike many DTP books these take into account the basic 
principles of page layout and design so that, hopefully, seme of the 
more scrappy examples of DTP seen everywhere will not be repeated. 
The books retail at £14. 95 and are available now. In the event that you 
cant find copies at your focal store, give Kuma a ring on 0734 844335 



GUIDING LIGHT CLOSED 



There are new regulations governing the use of 0&9S numbers Intended 
to close down some of the unsavoury or money-grabbing services, 
unfortunately these regulations apply to afJ services and involve enor- 
mous financial outlay which the Guiding Light could not afford so. sadly, 
the Guiding Light Adventure Helpline has had to close for the moment 
Jackie stfti has some computerised helplines for specific adventures 
[like the Magic Pockets one mentioned in this issue} and is Investigating 
ways of getting some form of Helpline going again in 1992. in the 
meantime I am sure that we would all like to thank Jackie and her crew 
for the invaluable help they have given so many of us over die fast 
couple of years and wish them all the best for the future. 



ST SOFTWARE REVIEWED THIS ISSUE from 
top to bottom MAGIC POCKETS, PIT FIGHTER 
and UTOPIA 



DESK TOP PUBLISHING 

TIMEWORKS 2 



Like many Atari users, my interest 
ill desk tup publishing (IJTP) was 
originally aroused years ago by 
Broderbund's classic Print Shop program 
on the 8-hit machines. In fad my iamily 
STILL regularly use It. although it's really 
designed for just a small range of 
"domestic" DTP tasks. I've recently been 
looking for something a little more 
sophisticated though, and realistically 
this means an ST based package. GSTs 
Tlmeworks Publisher is one of (he most 
popular, so I was delighted to receive an 
invitation to GSTs galactic l\Q to St. Ives 
to see their brand new Tlmeworks Pub 
lisbcr 2 demonstrated and Co culled a 
review copy. 

The package includes slx(!} double skied 
disks plus a high quality 284 page ring- 
bound manual. The first job is to tailor 
the program to your machine's configura 
tion. after which you'll typically find it Fits 
onto just two disks, one for program code 
and one for fonts. You'll also need a data 
disk to hold your documents. 

Minimum hardware configuration is an 
ST[E] with 5 12K and one double sided 
floppy disk drive. However, 1 MH memory 
and two drives Is strongly recommended, 
but even this has limitations. 2MB 
makes life much easier, and adding a 
hard disk to this makes it better stilL It 
will also run on aTT. Medium resolution 
colour displays are supported, but high- 
res monochrome is preferable. Printer 
drivers are supplied for Epson 9/24 pin 
and GQ laser printers. NEC 24 -pin. 
Canon BJ10 BubbleJet; HP LaserJet 
2/Plus; Atari laser; several PostSeripl 
printers: and others compatible with 
these. 

TIMEWORKS PUBUSHER 2 

GSJ Software Products 
£129.95 

Reviewed by 
John S Davison 



NEW FEATURES 

Users of the original Tlmeworks Pub- 
lisher should feel at home with this new 
version as it has the same look and feel - 
plus a long list of new facilities and Im- 
provements. These include four addition 
al fonts; three additional text styles; im 
porting of text and graphics from a wider 
range of external wordprocessor and 
paint programs: automatic text flow of 
imported text files; use of irregular bor- 
ders for flowing text round graphic s: abil- 
ity to name and export blocks of typed 
text; custom paper sizes up io '22.5 in- 
ches square; five alternative page num- 
bering formats; improved tab handling; 
mid li- page add /delete; automatic timed 
backup of current document; manipula- 
tion of groups of text /graphics frames; 
simultaneous support of up to four diffe- 
rent printers; ability to omit pictures 
when draft printing documents; and cus- 
tomisable program defaults. Phew! 

The main working screen displays a 
window containing the page you're work- 
ing on. with scrollbars provided for hand- 
ling pages too big to tit into it. Across the 
top is the usual menu bar. and at top left 
is a four icon "toolkit" controlling the 
program's four main modes of operation - 
Frame, Paragraph. Text, and Draw 
modes. Below this is the "Browser" area 
with contents depending on the mode 
you're using> e.g. lists of text styles, pic- 
ture tiles, drawing tools > etc. Finally, bot- 
tom left shows a page icon indicating the 
number of the page currently displayed, 
and whether it's a left or right hand one. 

A "master page'' may be defined as a 
template for the overall style common to 
all pages in the document, e.g. to specify 
page headers, I outers, page numbering, 
and column guides, These guides divide 
each page Into vertical columns onto 
which "frames" containing your text and 
graphics can be laid. You can also define 
top, bottom, left, and right margin 
dimensions; distance between columns; 
page size; and horizontal and vertical 
page offset. LefL and right hand master 
pages can be defined and the program 
alternates them appropriately through- 
out your document. These definitions 
(plus additional Items) can be saved on 
disk as a reloadable "style sheet", so you 



can easily create other documents later 
using the same overall style. 

PAGE LAYOUT 

When starting to lay out the page the 
screen displays a representation of it, 
blank except for data from the master 
page. You can view this in a number of 
sizes, from twice normal size for accurate 
positioning of text, etc., down to two 
pages or] the screen at once for viewing 
the overall layout of left/right page pairs. 
Vertical and horizontal rulers at the top 
and left side of the screen can be acti- 
vated for accurate positioning. 

The first layout task is to divide up the 
page into separate "frames" h rectangular 
areas into which text or graphics may be 
placed. This is achieved either directly 
using the mouse or by keying in the 
frame's position and dimensions. Frames 
can overlap each other If required, and 
"handles'" on each corner and edge per- 
mit you to easily reside or reposition 
them on the page at any time. The frames 
can optionally be made to "snap-to" the 
column guides defined earlier, making 
accurate alignment a simple task. The 
frames themselves are normally invisible 
on printout, but can be given visible bor- 
ders or even tinted if required. 

Frames need filling with text or 
graphics. Text may be Input in several 
ways, the easiest being to key It directly 
into a selected frame. Text editing facili- 
ties are fairly basic, so for large amounts 
of text you'd probably want to prepare it 
with a separate word processor then "im 
port" it into Timcworks. This facility can 
read files in many different word proces- 
sor formats including First Word Plus; 
[jocoseript: MS Word 4/5: MS Works; 
Multimate; Word Perfect 4/5; and Word- 
star/Wordstar 2000. Other word proces- 
sors may be used providing they can out- 
put files in otic ol the above formats, or 
in ASCII: DCA/RFT; or IBM Displaywrite 
RFT formats, 

[f there's too much imported text to fit 
into one frame it can be quickly "flowed" 
from one frame to another, ev r en across 
page boundaries if necessary. You can 
also arrange Ibr frame borders to "repel" 
text, so it can't become obscured by re 
positioning another frame over it. The 
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text just gets "reflowed" around the 
edges, arid following text gets automa Lie- 
ally repositioned as required. Clever! 



KERNING 

Some of the more unusual features in- 
clude the handling of discretionary 
hyphens i "non-breaking" spaces; and 
"kerning" ■ adjusting the sparing be- 
tween adjacent pairs of letters to make 
them look neater, especially useful with 
large headline fonts. You can also change 
the basic style of any part of the text, by 
highlighting it with the mouse then 
choosing from bold; underlined; italic; 
light: outlined; boxed; rounded boxed; 
strikethrough; white (on black back- 
ground); superscript; and subseript 
styles. You can also use combinations of 
these, e.g. bold italic. If required. 

There's also a choice of fonts supplied in 
various sizes - Serif; Sans; Rockface; Au- 



tumn; Drury Line 
Capitals; Sage; 
Brushwood; Di- 
amond; plus Zapf 
Uingbats for those 
odd little bullets and 
symbols. These can 
be supplemented by 
additional GDOS 
fonts available from 
PD libraries and 
other sources. 
Again, you can 
change a font by 
highlighting the text 
and choosing a new 
font and size. 
Its tedious having 
to manually set the 
font /style for every 
block of text, so 
Timeworks provides 
a shortcut. Para- 
graph mode permits 
you to predefine a 
font; style; justifica- 
tion: hyphenation; 
Indentation; word 
and letter spacing: 
margins; etc., for 
each different type of 
paragraph in your 
document, e.g. headline, subheading, 
bodytext. To use them just click on a 
paragraph to highlighi It. then click on 
the required paragraph type, and the text 
Immediately reformats using the new 
specifications, 

Frames may also be filled with graphics, 
Timeworks can import graphics files from 
most popular paint, drawing;, and 
graphics programs including 
NeoChrome; Degas; GEM images or out- 
lii lc / vector drawings ; PC Pa i n t bru sli : 
Lotus products; and Deluxe Paint. File 
types supported include .NEO; , PI 1/2/3; 
.IMG; GEM; .PI1/2/3; .PCX; PIC: EPS; 
.IFF; plus TIFF format. 

If the picture looks wrong on the page 
you can resize its frame or slide it around 
and Timeworks will automatically rescale 
and reposition it, and also repel and re- 
flow any adjacent text as necessary. It's 
now possible to draw an irregular shaped 
border around a picture for use as the 
repel boundary, for a more professional 
look or for special effects. Further, you 



can "crop" a picture by "rubber- banding" 
a section of it with the mouse. Timeworks 
discards the non- selected part then res- 
cales the remainder to fill the frame 
again. There's also a limited pixel editing 
capability for bit mapped pictures. 

DRAWING TOOLS 

You can also switch into Draw Mode to 
create graphics directly in a frame. Draw- 
ing tools available Include straight line; 
polyline; freehand line; hox: rounded box; 
ellipse; and circle. There's a choice of line 
thickness in broken or unbroken style, 
with or without arrows on either end. 
Enclosed shapes can also be filled with 
one of many available fill patterns. 

After creating your document you can 
print as many copies of any selected page 
or group of pages as you wish. It's also 
possible to print just the right hand or 
left hand pages, and to pause between 
sheets to facilitate page "duplexing" 
(printing consecutive pages on both sides 
of the paper). Reverse order printing and 
multiple copy collation may also be spe- 
cified. The output looks excellent even on 
lowly 9- pin printers, but you must use a 
decent ribbon for best results. 

The only problem I had was caiised by 
Insufficient memory on my 1MB STE, 
which caused Timeworks to start scaling 
the bitmapped fonts to get different sizes, 
instead of loading the pukka versions. 11 
gives NO warning of this - yon only know 
it's happened when you see the poor 
quality, bloeky, uneven looking output, 
Circumvention is to comment out un- 
used font entries in the ASSIGN. SYS file, 
releasing memory for the fonts you DO 
want. Alternatively, buy more memory - 
prices are very low at present! 

Overall, I'm impressed with Timeworks 
Publisher 2. It's relatively easy to use t 
and its features should ensure It's cap- 
able of tackling virtually any DTP task 
the home, schooh club, or small business 
user cares to throw at it. These could 
include producing newsletters, cata- 
logues, brochures, posters, signs, manu- 
als h etc. It may not have every feature of 
more upmarket DTP packages, but at Its 
price It offers great value for money. So. If 
you're looking for a DTP package put this 
one on your shortlist. 
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FLIGHT SIMULATION 





It's a while since I reviewed a helicop- 
ter simulator, so 1 was pleased to try 
this new offering from Core Design. 
Initially I thought it might be just a Gun- 
ship clone, as it shares many common 
features with \ hnt classic from Mu mp 
rose. However, 1 anon discovered it's pret- 
ty good in its own right. 
It's supplied on two double sided disks 
and runs on any ST(E), but 1MB memory 
is recommended - presumably because of 
its extensive use of sampled sound. Re- 
view machine was a 1 MB STE. 
Predictably, Thunderhawk Is a flight 
combat simulator. The scenario casts 
you as a memher of the crack UN assault 
team known as MKKLIN, with the job of 
flying the only operational example of the 
AH-73M Thunderhawk, the latest thing 
in rotary wing technology. MERLIN'S role 
is to defuse crisis situations anywhere In 
the world before they escalate into full 
scale conflict. 

The program starts with a lengthy car- 
toon style animated Intro using sampled 
speech, whteh you'll probably watch onee 
and skip over on subsequent loadings. 
Then after some stirring sampled music 
accompanying the title screen you enter 
the "Common Room". Here you can 
choose to use the "simulator" to learn 
how to fly Thunderhawk [yes folks, it's a 
flight simulator simulator!!!: view your 
achievements to date; load /save details 
of previously completed missions: or 
enter the War Efonm or Briefing koom. 

In the War Room you choose your cam- 
paign from a selection covering Europe. 
South America. Central America, Middle 
East. SE Asia, and Alaska. Each cam- 
paign is subdivided into ten missions. 



details of which are 
iiva Liable in the 
Briefing Room from 
your commanding 
officer. Unfortun- 
ately, each time you 
die (I.e. frequently!) 
you have to reload 
your saved position 
and repeat this 
brieling procedure 
before restarting 
the mission. Even 
using the skip facil- 
ity provided it still 
takes far too long - 
ft really needs a 
complete bypass 
option. And while 
I'm nitpicking 
here's another nig- 
gle - the program won t use two disk 
drives, but annoyingly insists on swap- 
ping disks on one drive. 
Next you have to arm the helicopter with 
appropriate weapons for the mission. 
eitheT selecting them yourself or via the 
"Auto arm" option, which chooses them 
for you. There's a wide choice including 
unguided and infra- red, radar, and laser 
guided missiles: various types of bombs; 
a runway cratering system: and a radar 
jamming pack - enough to cope with vir- 
tually any situation. As you'd expect 
Thunderhawk has the latest in weapon 
delivery systems, and a night vision sys- 
tem for use on nocturnal sorties. 
Once in the cockpit you sec (lie stan- 
dard "through the windscreen" 3D view, 
with important flight and weapon deliv- 
ery data projected onto a Head Up Dis- 
play, The outside view Is handled well, 
with terrain depicting hills, roads, rivers, 
lakes, etc. appropriate to the campaign 
scenario. There are also bridges, air- 
fields, factories, and other miscellaneous 
structures, plus gunboats, submarines,, 
and all manner of other military hard- 
ware - all of which explode and burn 
when hit by your considerable firepower. 
Below the windscreen is an instrument 
panel, but it has no traditional flight In- 
struments - only displays showing threat 
warnings, weapons Inventory, and dam- 
age assessment. 

Ln external view mode you can watch 
yourself flying, with the viewpoint set to 
any desired angle and distance. You can 
also view things from the target view- 
point, or even from the missile or bomb 
as its launched towards its target. 
For me though, it's the enemy aircraft 



encountered which provide the real ex- 
citement. These include (Soviet model) 
helicopter gunshlps and jet fighters, the 
animation of which Is superb, being 
smooth, lifelike, and often VERY fast! 
Good shooting on your part results in 
their rapid departure earthwards, trailing 
smoke and flames in spectacular man- 
ner. Some missions also have you escort- 
ing friendly Chinook transport helicop- 
ters, and you can fly in formation with 
them, or buzz around them as you per- 
form your aerial shepherding role- Great 
fun! 

Flight controls and weapon selection/ 
firing are all mouse controlled, and are 
operated with just one hand. It takes a 
little practice, but soon becomes second 
nature, It s just as well as you need a 
hand free to operate keys to release radar 
jamming chaff and flare decoys when 
enemy missiles start coming at you, I did 
find control a little oversensitive some- 
times though, particularly when landing. 

I like my flight simulators to be based 
on real life aircraft, so I was initially dis- 
appointed to find that Thunderhawk and 
many of its weapons systems are purely 
fictional. However, personal prejudice 
was soon left behind, as the program 
superbly captures the essence of high 
performance helicopter combat. As a 
flight simulator it's not as sophisticated 
as Gunship, but iL's got the edge Ln terms 
of combat. It's also incredibly addictive - 
it took great effort to tear myself away to 
write this article! In fact, Fm going back 
to it right now! 

• SfGHT AND SOUND - excellent 
graphics and good sound help make 
this one of the rnost exciting flight com- 
bat simulators currently available 

• GAMEPLAY very addictive, with 
enough scope and challenge w ensure 
lasting interest 

• VERDICT - it's terrify- a treat for ail 
.flight combat, fans* 



AH-73M THUNDERHAWK 

Core Design 

£29.99 
Reviewed by 
John S Davison 
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SIMULATION 




Utopia is a Sim -City /Populous 
Style game. You must develop a 
colony into the perfect world. Un- 
fortunately, there are aliens thwarting 
your every move. Hie game is mouse and 
Iron driven, enabling building, spying, 
financing, etc. Utopia is quite difficult to 
understand at first and It can be quite 
hard to work our what some of the icons 
mean, but there is a tutorial that gives 
you step-by -step instructions and ex- 
plains all of the mentis. It is worth doing 
this before trying one of the real scena- 
rios. 

You must build living quarters, liie sup- 
port facilities, mines and laboratories, 
not to mention military buildings and 
food resources and dozens of other struc- 
tures to help your people not only sur 
vive, but enjoy life as well. You must 
assign people first lo building and then 
to working in the completed buildings. 

To help you there are advisors: a senior 
psychiatrist who deals with crime and 
morale: a civil engineer who lists all your 
buildings; a supreme commander for the 
military side of things: the head of re- 
search who will report on your latest in- 
ventions and ask for money all the tlmef 
There is also a financial consultant who 
will tell you where all your money is 
going (it s always being spent on some- 
thing), how little of it there is and what 
your Income Is (If any!). And finally there 
is the colony administrator who reports 
on energy and food resources: how T much 
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was produced and 
used in Ihe previous 
month. 

The aliens come in 
many different 
shapes and sizes, 
varying in each of" the 
ten scenarios. The 
only way to get infor- 
mation on them and 
their city is through 
spying, which is ex- 
pensive! .No funding 
means no informa- 
tion whatsoever. Giv- 
ing up to 4.999 GR 
(the local currency!) 

to your spies only gets you low level sur- 
veillance. 5,000 to 19.999 GR will equip 
you with normal Intelligence activity and 
fairly good information. If you are really 
adventurous (or just plain rich!) then 
20.000 GR plus will ensure that there 
will be special operatives in use, giving 
reliable and detailed iiilbrmLitiori on a 
regular basis, You can scroll through the 
graphically presented reports to decide 
on your next plan of action. 
Bach race of aliens has different equip- 
ment and methods of attack and defence. 
Some aliens have a mixture of both air 
and ground Ibrees, but are fairly weak. 
Others only have ground forces but they 
are moderately strong. There are even 
some races whose ground and air forces 
are invisible to radar. To defend against 
aliens you use missile launchers or 
laser turrets, which you build 
around your city. The lasers are 
fired automatically (you may aim 
them if you wish) but you ha\ r e to 
launch the missiles manually: once 
launched they will lock on to an 
enemy (ciLher ground or air) and 
destiny the]]]. Military yards pro- 
duce tanks and ships with which to 
attack the enemy city. 
Tank and aircraft movement is 
controlled by placing markers on 
the overhead map then directing the 
vehicles to the markers. It can get 
very frustrating moving markers 
around in the middle of battles as it 
takes a fairly long time, and usually by 
the time your tank has readied the mar- 
ker the enemy vehicle has moved and 
you need to place another marker else- 
where. Markers placed on buildings 
make the tank patrol around the building 
w r hich keeps it safer than if the tank was 
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stationary on one side of the building. 
For the first few years you get grants 
from Earth, but then it's up to you to 
raise your own money. You do this main- 
ly by trade: selling your own goods and 
also buying from other people, keeping 
(tie goods and selling them later for a 
profit. There is also income from tax, but 
you have to be Careful not to put the rate 
too high or your colonists will begin com- 
plaining. 

If you fund your research and build 
enough laboratories then your scientists 
will invent things for ynu, beginning with 
compressed fuel tanks and space moss 
Converters, working their w r ay up to mat 
ter transporters, HDX missile launchers, 
hover tanks and land mines, etc. You can 
choose to give your scientists either a 
civilian or military grant but remember to 
fund them regularly as they use money 
up VERY fast. 

A very detailed and varied game, switch 
ing between developing your colony, 
fighting off aliens and trying to achieve 
the ultimate objective of making your 
people happy! When the quality of Life 
reaches 80% then you are aw r ardcd a 
iiieilai ami i" : • Mp 'bal >ly ready lo My I ] l ■:■ 
nest of the 1 0 scenarios. 

• SIGHT SOUND - Excellent graphics. 
Good music with a choice of 4 different 
soundtracks, or you can have FX 
which are of equally good quality 

• GAMEPLAY - Very good andjairly 
addict! a*?. A well designed mouse/ icon 
interface makes it very easy to opterate 

% VERDICT - A brilliant, game, if i/ou are? 
a Sim-city or Populous fan it is definite- 
ly Worth buyiny 
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WORLD 



Disappointed 
that Neochrome 
has been with- 
drawn? Well, 
now there 1 s an 
alternative 



In their recent television advertising 
Atari have been keen to emphasise 
the creativity applications of ST 
computing. With the rising popularity of 
dedicated games consoles and the unde- 
niable success of that machine from 
Atari's long-time rival, it's hardly surpris- 
ing that Atari have sought a new market- 
ing angle (though perhaps unusual that 
they've taken any action at allf]. 
Hie prc-Christmas ad's drew attention 
to the educational, musical and graphical 
capabilities of ST machines - 'computers 
that are real tilings, not play thingsT, 
Ironically the campaign coincided with 
Atari's decision to crack down on lihrar 
ics who were stocking certain programs 
they thought were PD> but were technic- 
ally not. The result was that some 
creativity applications could no longer be 
obtained! One of the affected programs 
was Neochrome. one of two long-estab- 
lished 'standards 1 in the world of ST art. 
It. would seem that the earliest version of 
Neochrome Is officially classified Public 
Domain, but the later releases are not. 
The good news is that a new art package 
was recently added to the Page 6 Library. 
Time to check it out! 



STEP FORWARD 
RENOIR! 

The disk is appropriately named 
ARTIST'S TOOLBOX and as well as the 

central program there are some bonus 
files too. For starters there's a demo of 




XS FX fD f ARTISTE two excellent drawing programs in one 



Electronic Arts" DELUXE PAINT (version 
II Is now commercially available). Alt the 
basic drawing functions appear to work 
and although you can't save any pic 
lures, the demo provides an ideal oppor- 
tunity to 'try before you buy', However, 
before you empty your wallet on a full- 
priced package, be sure to check out the 
main contents of Litis disk: XS FX /D' AR- 
TISTE is a drawing program with a 
plethora of useful features. It will run on 
all STs with a minimum one megabyte 
RAM and great news for STE owners is 
that it's been designed to utilise the addi- 
tional colours available - a total of 4096 
in all. IF you have GDOS, you can option- 
ally install this with D' ARTISTE and add 
text to your pictures using the fonts sup- 
piled on disk. 

XS FX/DARTISTE is divided into two 
logical components, each connected by a 
common menu system - hence the 
strange title, The D 'ARTISTE part pro- 
vides tile basic painting functions to 
assist your creativity whilst XS FX Is a 
collection of special effects that you can 
apply to existing pictures. The author 
originally Intended to write a tool that 
would save pictnsrs for inclusion in his 
own programs and the file options reflect 
this key functionality. As well as the abil- 
ity to load and save graphics in 
Neochrome or Degas format, the program 



has facilities to clip sections of a picture 
and save them to disk as a 'Put" or a 
'Sprite'. All you do is mark out the re- 
quired area. Puts and Sprites can be Im- 
ported back Into other pictures, the dif- 
ference being that Sprites have an asso- 
ciated mask file that prevents the back- 
ground detail being obliterated, The 
documentation file explains everything 
you need to know and includes an exam- 
ple section of code which GFA Basic 
programmers can use to read clipped 
artwork back Into their own programs. 
Although most of D'Artiste's functions 
are invoked by pointing at icons, several 
keys must be used in conjunction with 
selected Items. 

The space bar is generally used to dis- 
play a palette from which you can choose 
the required colour. Undo enables you to 
a hand on the last action you took and 
Return Is used to toggle certain features. 
The M key takes you into multi-coloured 
drawing mode whilst the number keys 
perform a sizing function for many of the 
tools available - when drawing freehand 
for example , they change the size of the 
brush'. For detailed adjustments to the 
image you can switch into Pixel magnifl 
cation mode. As you'd expect there are 
tools to draw lines (either one-off or in- 
crementally), fill areas with blocks of col- 
our, draw filled or outline boxes, create 
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circles arid ellipses, and splatter the 
screen with an air brush effect. Less 
common utilities enable you to plot He 
zier Curves and animate sprites sets. 

Depending on the memory configuration 
of your machine, you're allowed either 
two or five simultaneous buffers {or work 
areas) in which to exercise your artistic 
talents. Some of the options on the XS/ 
FX menu therefore allow you to switch 
between buffers and copy pictures from 
one buffer to another. With a swift elick 
you ran flip the current picture about its 
horizontal or vertical axis. With similar 
case you can mess around with the size 
of the ima^e it ran he halved or doubled 
along both or either axis. The luminosity 
of a picture can be modified globally by 
adding or subtracting measures of the 
red, green and blue colour components. 
If you want to produce some really 
strange pictures , check out the unique 
range of special effects! Hie consequ- 
ences of Negate, Crystallise. Mosaic, , 
Stain. Frost Up and Smear almost speak 
for themselves. For a finishing touch you 
can animate your masterpiece by cycling 
though a specified range of colours or 
using limited page Hipping techniques. 

Ignoring all the non-essential bells and 
whistles, the question is whether or not 
D Artiste is an adequate alternative to 
Neochrome 0.9, A quick comparison pro- 
vides the answer - yesl Although It may 
be argued that Neochrome is a little 
easier to use h you will soon become 
accustomed to the D'Artiste interface. 
□'Artiste seems to offer the average user 
all the drawing tools he's ever likely to 
need, not to mention lots of others he 
probably hasn't thought oft 

If artistic talent isn't something you 
write in a prominent place on your CV, 
ifs useful to know that the public do- 
main Is chock full of ready-made pictures 
which you can modify, copy, use to pro 
voke inspiration or simply look at. There 
are far too many disks to mention here 
and you're advised to consult the library 
catalogues for the relevant descriptions. 
The subjects range from wild flowers, 
animals and cars to sci-fi and pin i jp 
girls. Take your pickf 

THE LIGHT 
SYNTH 

All this creative activity may seem 
rather an unnecessary exertion, so why 
not turn down the lights , turn up the 
music and relax. Time for a session of 
COLOURSPACE. Jeff Winter's famous 

light synth' started life as Psychedelia on 
the C64 and was then enhanced and 
released as Colourspace on the & -bit 
Atari. The ST version has been further 
developed into a package called Trip-a- 
Tron and Jeff has devised the ideal 
advertisement lor this product - by re- 



COLOURSPACE 



Jeff Minter's tot- 
ally unique crea- 
tion that has yet 
to be copied - 
now available as 
Shareware 



launching Colourspace as Shareware. 
Although a small amount of documents 
tion is included, if you officially register 
with Llamasoft (for the affordable sum of 
five pounds) they'll provide you with a 
proper manual and a wallet to keep it 
safe. Naturally Llamasoft hope you'll 
enjoy Colourspace so much you'll decide 
to splash out £20 on Trip-a-Tron! 

Incidentally, the definition of a light 
synthesizer is that it's an instrument 
which produces dynamic patterns and 
colour sequences under the control of the 
operator. It's generally used with musical 
accompaniment. The basic instructions 
are pretty straightforward: The first thing 
you Ye asked to do is make a cup of tea. I 
guess Coffee would probably do but it 
does spceily Lea in the documentation! 
The next step is to set up your favourite 
music In the background, and turn down 
the lighting. Boot up Colourspace. pick 
up the mouse and wiggle it around on 
your desk. Watch what happens, wiggle 
it some more, and don't forget to sip the 
lea before it gets coldt 

Colourspace is all about patterns and 
colours. You can press various keys for 
different effects - such as changing the 
symmetry or pattern shapes. There are 
twenty' preset modes available when you 
load up the system, but you can easily 
change them. You can design your own 
pattern shapes, starfield effects and 
palette selections and assign them to 
preset slots . You can record mouse 
movements and play them back later. 
There are many other features which 
aren't mentioned In the brief notes pro- 
vided so the hest strategy is to experi- 
ment - just press all the keys and see 
what happens! Reviewing Colourspace is 



no easy task - it's a program that you 
experience rather than talk about! You'll 
either love it or loathe it. J.M. is to be 
congratulated on his perseverance in 
Shareware marketing, an exercise he 
says has pro\ r ed very successful. Keep 
'em coming Jeff! 

CAT *N' MOUSE 

Now for something that's a bit different - 
a disk that's completely useless! Well, not 
exactly, TOM & JERRY is a brilliant ani- 
mal, cd sequence quite unlike those you 
may have seen before. All you have to do 
is sit back and watch over ninety seconds 
of cartoon antics with the famous duo up 
to their usual violent tricks. The superbly 
animated graphics are accompanied by 
lots of digitised music and speech and 
the whole things fits together into a short 
Story, just like a TV cartoon. The quality 
is incredible. The programs were appa- 
rently written in STOS, though you prob- 
ably won't believe it's true when you see 
the demo! 

SO ... TILL 
NEXT TIME 

Well, that's all folks (sorry, It had lobe 
said!). Next issue's topic has yet to be 
decided so if you have any comments or 
thoughts on PD matters, why not drop 
me a line at the Page €5 address. Don't 
miss that Tom and Jerry demo, it's really 
good! 



HOW TO GET THEM 



Alt of the disks featured in PD Warid are available from the PAGE 6 ST library. Each has a 
unique reference code which you should use when ordering or making enquiries. Please 
contact PAGE 6 if you don't have a copy of their Accessory Shop leaflets and check the 
system requirements for each disk. THE PAGE 6 CATALOG DISK containing a full list of 
disk names and contents is avaiiabie from the library, priced at €t The disks referred to 
in this article are: 

ST547 COLOURSPACE 
ST573 TOM A JERR Y 
ST57S ARTISTS TOOLBOX 

Prices for standard disks ore £2*95 each or £2.50 each for ten or mare. 
Write to PAGE 6, P.O. Box 54, Stafford, ST16 1DR 
Telephone 07&$ 21392& or FAX Q7&5 54355 with credit card orders 
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Now here is a thing, only 
three months alter the 
event, the game! It is tra- 
ditional In reviewing sports 
simulations to give a brief expla- 
nation of the game in question, 
but following the feast of Rugby 
that was served up in the Au- 
tumn with all the associated 
fever of England in the finals 
most people must have some 
idea. Nevertheless it seems that 
Domark m [heir attempt to pro- 
duce a simulation have man- 
aged to miss some of the games 
liner points, such as the differ- 
ence between a maul and a 
scrum, I shall expand on these little ano- 
malies later but, as an introduction, let It 
suffice to say that Rugby is a game of 
hand and football in which one team 
attempts to progress the ball up a field of 
play while the other side does its best to 
maim the carrier, It was once taught in 
many secondary schools and the Welsh 
were meant to be very good at It, 
The game takes most of these precepts 
on board and even includes a sensible 
booklet explaining the basic tenets of the 
game. The Instructions attempt to point 
out that there is a definite hierarchy in 
which sonic renins, namely ihe Ilium- 
countries, New Zealand. Australia and 
France are meant to be better than every- 
one else, (it seems no-one told this to 
Western Samoa though!). The game Is 
packaged very attractively in a multi-col- 
oured box and the accompanying disk Is 
packed with what amounts to a very good 
game. 

Some long time readers may well re- 
member the Advanced Rugby League 
simulator and be worried that similar 
problems will arise but It cheers me to 
say this is not the case. This game Is very 
similar to Kick Off in style, with a little 
grid to allow viewing of the player's place- 
ments on the pitch and the option to 
cycle control to various defenders. It is a 
game that Is extremely rough on joys- 
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tieks since it necessitates a great deal of 
wrist wiggling to enable such basics as 
Scrums and line outs to take place. 
Basically the team who can wiggle the 
fastest will gain possession of the ball. 

leather eannily the Individual teams 
seem to have been programmed with a 
base strength in scrimmage and 1t 
seemed that when using Scotland 
against Japan a great deal less effort was 
needed to overcome their pack than was 
necessary lor the pack to win than when 
playing Australia. Indeed with a compu- 
ter controlled Australia the Scrum be- 
eame a pointless exercise Uiar was a fore- 
gone loss. This is where the game fell 
down slightly, since the computer tactics 
did not reflect actuality. The machine 
had the sense to realise that any form of 
tackle reverted to the set serum, hence it 
was most rewarding for the attacker to 
boot an up and under, set up a scrum 
and let the scrum half repeat this trick 
on a win. This tactic meant that the 
opposition never obtained the chance of 
offensive play and severely limited the 
swift passing teams' advantages. 

This major grumble aside, the graphics 
and effects are most pleasing and add to 
a very strong realisation of the game. The 
players troop on and off the field in an 
ordered manner and even wear their 
proper costumes, in fact [ was so im 
pressed with the authenticity of the 
Learns that I was most disappointed that 
the All Blacks did not perform their Haka 
(lance to start! The aetion is very smooth 
and, as stated earlier, is comparable Lo 
the best parts of the Kick Off soccer 
game. It seemed sad that some persona- 
lising of the players had not been man- 
aged, since their numbers are shown 
fairly well, and thus any potential Identi- 



fication has to be numeric 
rather than titular. 
All the competing nations seem 
to have been entered In to the 
game which allows either for 
world cup replays or for one off 
"practice" matches. There is 
also the facility for players to 
take one country each and play 
the game head to head thus 
making it an interesting project 
for those clubs which found 
Kick Off leagues so entertain- 
ing. I was disappointed that 
there were no stat functions for 
a series , thereby allowing the 
player to see who kicked most 
penalties and scored most points etc. but 
again this is a minor grumble. 
The one thing a player must be equip- 
ped with for this game Is a strong wrist 
and a very robust joystick. Not since the 
Daley Thompson Decathlon days have I 
had to wiggle so hard and so fast that my 
fingers blistered. Overall this is a game 
that presents a challenge to the indi- 
vidual, both mental and physical. Aside 
from one or two boobs the game is well 
represented and at least in the early 
stages allows for some measure of suc- 
cess against the ST. I actually got Scot- 
land to the quarter linals and the Aussies 
to the Semis. 

If you are an armchair sports Ian this is 
well worth investigating especially if you 
have a cast Iron Joystick. 

V GAMEPLAY- Fast and .furious, pood 
responses /rom the stick hut the ten- 
dency to wear out the wrist, some- 
timesj'rustrating 

• SIGHT AND SOUND Loading and 
spot effects are strong the sprites large 
and smooth, everything a sports sim 
needs 

9 OVERALL - Look this over, not a bad 
game at all 
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Anew planet! And I have been 
chosen as one of the four who 
. can vie for Uric right to be the god 
oi this new world. The contest, is to be 
run through nine Epochs, in each of 
which I must gain control of three is- 
lands, These first ones are called Aloha, 
Bazooka and Cilia and I have been allo- 
cated 100 men with which to conquer 
them all, 

I send 30 of them to Aloha to start the 
action. This is a small island only two 
sectors - it's just me against Oberon, 
Tilings are pretty primitive around here - 
9500BC! Lots of wood lying around - 
must leave plenty of people in the tower 
to breed and gather materials. Let's see if 
they have any ideas about what to invent 
- ah! yes. my guys are ready to start 
thinking about how to design rocks or 
catapults for offence or sticks or spears 
lor defence. 

Think I'll try aggression first - let's go 
straight for the catapult design; three of 
you guys start working on it, Oh dear! 
that's going to take 33 cycles to complete 

I doubt If my enemy will let me hang 
around that long. I'll put another five on 
to it and then allocate any new men that 
we breed. Right* now speed up time to 
9-tiines normal to see how it develops. 
Great - in only a couple of minutes 1 have 
got another 10 men so there are 15 work 
ing <m the design now they'll be ready in 
four cycles! 
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Right ■ 52 men now 
- arm them all with 
catapults and attack 
Oberon before he is 
ready - he doesn't 
seem to have set. up 
any defence yet! My 
men are milling 
madly around his 
tower - POW! We've 
wonl 

Much later .., 7th 
Epoch - Utopia - this 
"island' is in (wo 
parts - one sector by 
itself and four others 
joined in the north. 

I'll put 40 men on the lone sector while 
the cunning, deadly Madcap and the vin- 
dictive, unpredictable Caesar are decid- 
ing what to do, 191 SAD - well need some 
more modem weaponry! My guys have no 
ideas; there are no materials until we 
build a mine; no designing until we build 
a lab; and no manufacturing until we 
build a factory! Better start with the mine 
■ 10 men plus any we breed. Right that 
only took a few cycles - they have disco- 
vered Yeridtum, Moron H and Alien (what 
strange elements!) - design requirements 
can change so I had better allocate half a 
dozen men to each mine plus another 
half a dozen to build a lab. 
Well, they've built the lab. but still ha- 
ven't mined enough materials to get any 
ideas. Madcap and Caesar have 
already £oi factories as well, 
Caesar's even had enough spare 
rncn to build a tower in another sec- 
tor - wonder how they are getting on 
at designing weapons? They only 
have to advanee a little in order to 
start designing nuclear weapons f 
Ah, my guys have got some Ideas - 
SDI Lasers lor defence or Flying 
Saucers for offence - better get the 
SDI ready In case of nuclear attack: 
stop mining until they design it and 
decide what they need - all the 
spare men into designing and build- 
ing a factory. Seven cycles to finish 
the design, two to build the factory - 1 
need more men! 

Right, the factory is ready - all you buil- 
ders can go and help the thinkersl Hur- 
rah - 1 have a design: 1,5 Moron + 3.5 
Alien for each laser. And I have developed 
up to 1945! Right split the men up - 
laser-building, mining and designing 




Saucers, Hey, Caesar wants an alliance - 
well, why not - It will give me time to 
design a Saucer to blow him up! 
The first laser is ready - quick install it. 
Great the lab's designed a Saucer! - we're 
up to 1980. 

BOOOOOOOOOOOOOOOOOM! Madcap 
just got nuked! Uh oh! My alliance is 
overt Good Job I got the SDI's ready • four 
of them in place now. Just me and 
Caesar left - he has two sectors up to 
1980 and another just starting, 

1 20 men building Saucers! Yeooow! He's 
just launched a nuke attack three of my 
Sl>lsdown, Build those Saucers - check 
the design - yikes - it needs Yeridium as 
well - I haven't been mining that - 4 
Saucers built - ready to launch. Help 
under attack from Jets - only two though 
- get the Saucers in the air - jets des- 
troyed - 6 more Saucers ready - send all 
10 to Caesar's lirst to%ver POW! - sector 
conquered! - these Flying Saucers are 
pretty hot - now on to the next of 
Ceasar's sectors. 

NOOOOOOOOOOOOOOOOOOOOOOO! 
Another Ngke attack! - 1 haven't got 
enough SUE leasers! - I haven't got any 
other sectors! - I'm DEAD! 



SIGHT 8t SOUND - Brilliant graphics 
find superb speech - dozens qfamaz- 
ing voices telling you what's going on 
and acting as the enemy 

GAMEPLAY - Mouse-driven strategy 
game - superb help facilities very 
easy to play. VERY addictive 

VERDICT • One of the best deity-simu- 
lators! Definitely worth buying! 
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FOUR TIMES THE 




The Fun School 2 and 3 series of 
educational programs are clas- 
sics of their type and have now 
sold a staggering 300,000 copies in total! 
TheyVe now been joined by Fun School 
Ay which like the previous releases con- 
sists of three separate packages, each 
one aimed at a different age group. These 
are the Under 5"s; 5-7 year olds: and 
7- 1 1 year olds. As before each package 
contains several different programs, each 
intended to exercise a particular set of 
skills and as with most recent education 
al software they've been designed with 
the National Curriculum in iiltnd. 

Each package contains one double sided 
disk, but a single sided version is avail- 
able direct from Europress if required. 
The programs run on any ST(E) in 
medium resolution colour, The aceom 
panylng instruction booklet is well pre- 
sented, although it proved less than 
helpful in some areas. This booklet also 
weaves a little story around the "theme 
character", which links to the program's 
activities - a great Idea as it gives added 
" purpose" to the exercises. A special pa- 
rents/teachers section describes each 
program s aims, and how it relates to the 
National Curriculum. 
As with previous releases all the prog- 
rams are written In STOS and exhibit the 
bold, colourful graphics we Ve come to 
expect from the Fun School series, 
They're easy to operate too, most using 
just the Spacebar and Return key or 
occasionally the mouse and /or cursor 
keys. Sound Is also well handled, with 
mulLicbannel music and effects used tas- 
tefully and with commendable restraint. 
In each case the disk autoboots into an 
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amusingly animated 
startup screen 
which leads into an 
attractive graphical 
menu. There are 
further amusing 
antics when chang- 
ing difficulty levels 
or quitting a prog- 
ram, all helping give 
the programs a 
slick, professional 
presentation. Let's 
take a detailed look 
at each of the 
packages. 



UNDER 5'S 

This one covers basic keyboard skills: 
simple reading vocabulary; basic numer- 
ical skills; experimentation With shapes 
and colours and even some musical acti- 
vities. It uses Teddy as the theme charac- 
ter (as in Fun School 2 and 3) with Ted- 
dy's Busy Day'" as the scenario for the 
story. 

ADDITION - Teddy s at his nursery 
school. Teacher shows pictures of objects 
on the board, and at Level I you have to 
help Teddy count them. At l^evel 2 the 
objects are split Into two groups with 
numerals displayed against them, which 
have to be added together. Level 3 is 
similar, but uses only numerals. Each 
correct answer allows one of the class out 
into the playground; a wrong one triggers 
a prompt for a bigger or smaller value 
answer, as appropriate. 

TEDDY PAINT after playtime 
Teacher wants the bears to do some 
painting, This program lets you paint on 
the screen with the mouse, using 
brushes of various shapes and sizes and 
in a variety of colours. You can also place 
ready painted objects in your picture 
using the themes of beach, country, or 
playground, or even use them as a 
brush" and paint copies of the object all 
over your picture. The speed this works 
at Is impressive! Colours can be changed 
manually or automatically rotated as you 
draw, quickly producing different col- 



oured object images. Pictures can be 
saved and reloaded to /from disk, and 
there's even a screen print facility 
although I couldn't get this to work on 
my Star SG- 10. Unfortunately this prog- 
ram isn't very Intuitive as functions are 
chosen by key depression - not from a 
menu. 

FUN TRAIN - after lunch Teddy s 
mum takes him to the fun fair, where he 
rides on the Fun Train. This pulls a car- 
riage with a picture on its side, and each 
time it appears it has a different picture. 
You have to match the picture with 
another elsewhere on the screen. Level 2 
replaces some of the pictures with words, 
while at Level 3 a picture has to be 
matched with its corresponding word. 

TEDDY'S HOUSE - when Teddy 
and his mum get home they find the 
house painters have arrived. They've for- 
gotten which colours to use, so you have 
to help them. Level 1 asks you to choose 
a colour lor a part icular part of the 
house; Level 2 asks what colour a parti- 
cular part has already heen painted; and 
Level 3 asks you to paint a given part of 
the house a particular colour. When 
complete the painters drive away In their 
van - sometimes with an unexpectedly 
amusing result! 

TEDDY'S KARAOKE later on 
Teddy goes to his friend's birthday party, 
where he helps operate the Karaoke 
machine. Select a nursery rhyme and the 
machine plays it accompanied by 
flashing disco lights. It also displays the 
words, complete with little ball bouncing 
along over them to help you sing along in 
timef On Level 2 you control the playback 
of each song by tapping out ila rhythm 
on the Spacebar. At l^evel 3 the music 
plays normally, but stops at certain 
words and waits for you to key in its 
initial letter, 

TEDDY S BOOKS - it's bedtime, 
and Teddy has several friends staying 
with him. His dad Is reading bedtime 
stories from a book taken from Teddy's 
bookshelf leaving a gap where it came 
from. The books on the shelf are num- 
bered, and you have to indicate which 
one is missing by pressing the appropri- 
ate numeric key. Level 2 is similar, ex- 
cept the books aren't in numerical order. 
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On Levels 3 and 4 there are several 
books missing and you have to guess 
which one's currently being read. If 
wrong, you're prompted to try a bigger or 
smaller number as appropriate. Each 
correct answer causes one of the bears to 
fall asleep, the level ending when all are 
asleep. 

Summary - a delightful collection of 
programs which can't fail to captivate its 
intended audience. However, completing 
certain higher levels might be quite chal- 
lenging for some young children, 
although with adequate supervision this 
shouldn't he too much of a problem. 



5 TO 7 
YEAR 



This package helps children learn about 
the alphabet; develop an understanding 
of alphabetic and numeric sequences: 
leam about money; try out their arithme 
tie skills; improve their vocabulary; and 
develop keyboard skills. Theme character 
is Freddy Frog (from Fun School 2 and 3) 
and the story scenario is "Freddy Frog's 
Busy Week", 

LIBRARY on Monday Freddy goes 
to the library to change his library hook 
and ends up sorting books into alphabe- 
tical order - with your help. Various 
levels have you sorting books based on 
the initial letter of their title; on one 
whole word; on the whole title; and on 
author's name. Book titles and authors' 
names can be customised if required. 
This program exercises a skill that's often 





lifter* will the Lisbon flight leave? 



ignored, and again can be challenging at 
higher levels. 

BASKETBALL - Tuesday sees 
Freddy in the Sequences Basketball 
team. You have to help him score points 
by deducing the missing item from a 
sequence of numbers or letters displayed 
on cards held up by the spectators. A 
right answer helps Freddy shoot the ball 
into the basket . while a wrong one 
causes him to miss the shot and a hinL to 
be displayed. There are four levels of in- 
creasing difficulty, and again at higher 
levels the problems can be quite taxing 
for younger children. 

SHOPKEEPER - on Wednesday 
Freddy goes shopping at the supermar- 
ket, and you have to help him. In Level 1 
you have Lo pick out a coin which will 
buy a certain item displayed in the win- 
dow. In Level 2 you may have to select 
more than one coin to pay for an Item. In 
higher levels Freddy finds himself stand- 
ing in for the shopkeeper, and needs help 
working out how much each customer 
has spent and their correct change. Cus- 



tomers buy up to 
three Items and 
pay with a hand- 
ful of coins, so It 
can be quite diffi- 
cult to calculate 
the change re- 
quired. Change 
has to be given 
using the mini- 
mum number of 
coins, although 
the instructions 
don't tell you this. 

LOG CABIN 

- on Thursday 
Freddy's wile 
drags him off to 
finish the work on 
their holiday log 
cabin. You have 
to help Freddy fit 
logs into spaces 
in the wall to 
complete it. Each 
space contains an 
arithmetic prob- 
lem, and you 
have to find the 
log inscribed with 
the matching 
answer. Fill all 
the spaces and 
Mrs. Frog [love 
that lipstick!) and Froggle Junior Join 
Freddy in a celebratory dance. Again 
there are four levels of increasing difficul- 
ty, covering addition, subtraction, multi 
plication and division problems. 

OPPOSITES - Friday sees the Frog 
family visiting a lily pond for a swim. 
Unfortunately the pond's owner appears 
and demands Freddy answers questions 
on "opposltes" before his wife is allowed 
to use the diving board. You have to 
make Freddy jump onto the lily pad dis- 
playing Lhc correct answer using the cur- 
sor keys. There are six dLfliculty levels, 
the higher ones needing multiple 
answers so that Freddy's wife AND her 
friends can go diving. Their antics will 
have the kids rolling around with 
laughterl 

TYPING - Did you know that the 
National Curriculum suggests that by the 
age of seven children should be able to 
perform elementary computer based 
tasks Including simple word processing? 

CONTINUED 
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This means acquiring keyboard skills 
along the way, hence the need for prog- 
rams like this one. Freddy's final task is 
to avoid being eaughl by a rather strange 
looking crocodile - by correctly complet- 
ing his typing exercises! You have to op- 
erate the keyboard lor him through five 
difficulty levels, ranging from exploratory 
pecks at single letters through to enter- 
ing complete sentences displayed on the 
screen. Correct entries keep Freddy well 
clear of" these snapping |aws! 

Summary - some problems are quite 
taxing, e,g, arithmetic requiring the 12 
times table, arid "opposiles" requiring a 
grasp of quite wide-ranging concepts. 
Although its target age range is 5-7 
years , in practice it's probably broader 
than this, possibly up to 9 years. It's a 
sure fire bit with the the kids though? 

7 TO 11 
YEAR OLDS 

Here's another six programs. Including 
topics of maths, geography, history, and 
general knowledge. Theme character Is 
Agent 0 (or Sammy the Spy to his 
friends), who seems to have replaced 
Robbie the fiobot from the previous Fun 
School programs for this age group. Story 
scenario Is called "Q's Tricky Mission ", 
which involves Sammy following the trail 
of a double agent who's stolen the 
ancient riches of King Raram and some 
Important documents. To make progress 
he has to answer questions - with your 
help, of course! 

PROPORTIONS - this contains 
three separate tests on proportions, 
using various quantities of objects from a 
total of 10, 20, and 30. Answers may be 
tn fractional, decimal, or percentage 
terms. Successful completion results in a 
secret message being revealed. 

SPY QUIZ - Sammy has to collect 
another secret message from a house 
surrounded by a high wall. To scale the 
wall he has to answer general knowledge 
questions on English, maths, and scien- 
ce, some of which arc quite difficult even 
for adults! Each correct answer allows 
him to climb higher, but a wrong answer 
causes a guard to drop a plant pot on his 
head which knocks him back to the bot- 
tom again, Sammy has to climb the wall 



through four levels of increasing difficul- 
ty before finally receiving the secret 
message. 

EXCHANGE RATBS - the trail 
Leads Sammy abroad, and he needs to 
buy equipment at the airport before de 
parting. To get it he has to answer ques- 
tions on currency exchange rates be- 
tween Founds, Francs, Deutschemarks, 
Pesetas, and Lire, and correct answers 
cam him money for buying equipment. 
Three levels cover various types of con- 
versions, the higher ones involving com- 
paring prices in different currencies. 'I'll Is 
Is quite difficult, so you're allowed to use 
an onscreen calculator up to five times to 
help you, Another secret message is re- 
vealed when you've completed all levels. 

TIMETABLE Sammy asks you 
questions about flight departures, des- 
tinations, and arrivals, answered by con- 
sulting the airport's flight timetable, 
"['here arc tour levels, the higher of which 
ha\ r e you calculating arrival times based 
on departure time plus flight time, and 
departure times from scheduled time 
plus time ahead of or behind schedule. 
Completing a level triggers an amusing 
animated sequence showing Sammy 
boarding his plane and departing. 

SPY TRAVELS - my favourite 
program, in which you help Sammy navi- 
gate to secret destinations. Six levels in- 
volve steering planes, a boat, hot air bal- 
loon, helicopter, and submarine arms- u 
world map via various oceans, countries, 
cities, rivers, and other important places 
in response to messages flashed to you. 
None of the places are marked or named 
on the map, so If you don't know where 
they are you have to find out by ex- 
perimenting. Wrong answers result in 
directional clues which you use to locate 
the required destination. 

DESERT DATES - Sammy has 
to answer questions about famous his- 
torical events, by striking appropriately 
dated bricks In the magical Pyramids of 
Historichuck with a large mallet! A wrong 
answer causes the mallet to break, and 
you only have five mallets. A correct 
answer causes the brick to move aside 
revealing a treasure. Get Sammy through 
four levels and he'll find the riches of 
King Raram and finally complete his mis- 
sion. Four levels require increasingly 
accurate answers, in centuries, decades, 
and finally the exact year an e\ r ent 
occurred. 



Summary - another great collection of 
programs to challenge young minds - or 
even adult minds in some topics! My only 
disappointment is that the secret mes- 
sages collected along the way aren't 
actually used for anything, they're there 
to support the written scenario rather 
than the action in the programs. 

OVERALL 
CONCLUSIONS 

There's much to praise and little to criti- 
cise in these packages. Minor niggles in- 
clude inconsistency in moving between 
difficulty levels - some programs do it 
automatically, while others need manual 
action. Also h the controls for some prog- 
rams aren't as simple as they could be - 
Teddy Paint being the worst offender. In- 
structions lor some programs could be 
clearer too, Teddy Paint again needing 
attention. 

The problems presented in Pun School 4 
are noticeably more taxing than in the 
earlier packages. I suspeci this is inten- 
tional, probably in response to feedback 
from teachers and parents asking for 
something more challenging. It's no bad 
thing, except less able kids may need 
additional help and supervision. Howev- 
er,, the programs do usually provide ex- 
cellent prompts, hints, clues, etc., on re- 
ceiving wrong answers, and most provide 
the answer after several wrong attempts. 

The programs exhibit the same superb 
quality as their predecessors, so their 
success is assured, They're easy to use H 
ha\ r c excellent graphics and animr^ in, 
use both internal and sampled sounds 
effectively (but sparingly!), and cover re- 
levant educational topics. But above all 
they're ENTERTAINING and great FUN to 
use, so children will really enjoy using 
them. If you're shopping for educational 
software, do your kids a big favour and 
buy Fun School 4, and don't, be surprised 
if they won't stop using them? 



FUN SCHOOL 4 

Europress Software 
£24.99 each 

Reviewed by John S Davison 



64 bsu» 5 A ■ No-w Afari User 



ARCADE 




ImageWorks have produced an In- 
teresting piece of Science Fiction 
gaming here. They have taken the 
starting location as New York in the year 
2067 and portrayed yet another dismal 
version of the Cyberpunk age. Man. it 
assumes, has managed to live up to all of 
Greenpeace's dire warnings and has used 
up all that Mother Nature has to give and 
polluted Her unto near death. Therefore 
the government started a meritocratic 
evacuation which left a great deal of the 
population scratching about trying to 
make a living on the planet. In order to 
maintain control they left behind a core 
of police keeping robots who they named 
Wolverines. It was these machine s duty 
to maintain peace and good order. 
Sadly they could not control the violent 
side of the human without breaking the 
prime directive, so beloved of Asimov. 
and thus started the heady road to ex- 
tinction. Then just as the robots exist- 
ence seemed to be at an all time low new 
alien creature robots came to deplete 
whatever was left of the Earth's resour- 
ces and so upset the Earth robots that a 
war ensued. The player's role is that of 
the last Wolverine, in some state of ex- 
treme disrepair trying to save the world. 
The game starts with a strong sound- 
track rocking the machine and some 
quite effective graphics showing the 
machine that is to be controlled. It hears 
an uncanny resemblance to the rogue 
police robot from Robo Cop, but leaving 
such feelings of plagiarism aside I press- 
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Title: 


ROBOZONE 


Publisher: 


(mage Works 


Price: 


£25.99 


Reviewer: 


Damon How art h 



ed the joystick lire 
button and entered 
Into the second disk 
of game. Herein lies a 
very interesting 
quirk, the game 
Comes with an Intro 
disk that depicts the 
whole of the story, 
and then requests 
the single sided disk 
be Inserted for the 
game. If you have 
only got a single 
sided drive however, 
beware that it may 
well be that you can- 
not play this game to the full, If at all! 
There is a note in the instructions for 
such people thai they will need to ex- 
change a coupon for another disk to 
allow access to other levels. 
The opening level represents the under- 
ground of New York both train style and 
sewer style, and has the robot clonklng 
it's destructive way looking for lost bits of 
equipment in a large scale platform 
game. The graphic representation of the 
area and the various monsters are re- 
miniscent of the better Fsygnosis games 
and lend a great deal to the atmosphere 
of the product. It seems that it Is the aim 
of the player to leave this pit by killing 
anyone or anything that crosses its path 
at the same time equipping itself with 
some more useful hardware. This level 
takes a great deal of mastering insofar as 
the problems to be surmounted are 
great and only defeatable with the 
gun the robot carries. Should you 
fighL your way out then the second 
stage actually makes the game feel 
even more like a good story. 
Once upon the streets of New York 
the Robot needs to Find a communi- 
cation device to allow it to contact 
the creator of the machines and 
thus allow a refit and general 
24,000 mile service to take place. 
The level also allows the robot to 
H obtain more and nastier weapons. 
The screen is a rather fetching 313 
scrolling skyline of New York and allows 
for an strong Interactive search game. 
This level almost smacks of the old style 
arcventures. This to me is the most 
attractive of the 3 levels, if only because 
it allows for a little more empathy with 
the machine and presents a reason for 
playing the game. Once the professor has 




been found (not easy at all!) he may well 
refit all the items needed to enter the 
third level and so it is with a far more 
useful machine the player enters into the 
showdown. 

This final part Is where hero machine 
sets out to deliver the unaware human 
world from the unpleasant polluting 
Scavengers and their Furnace Guardian. 
By now the Robot is faster, bigger, and 
stronger and thus is assumed to cross 
some of the lesser barriers in his way and 
embarks on another platform style duck 
and weave trek. This unit is less effective 
in some ways than ihe previous two 
although it is in essence far more a large 
shoot 'em up allowing for more reaction 
shooting and less ih inking about your 
actions. In essence the robot is assailed 
by many baby version scavengers and is 
attempting to reach the mother creature 
and then destroy it with the extremely 
potent hardware available on Its way, 
Sadly a mere mortal such as I did not 
manage to penetrate the depths of the 
Guardian's lair and thus I cannot com 
ment further. My only thought was that if 
it was tougher than the babies who kept 
wasting my robot then the Earth was 
going to die many, many timesTl 

• SIGHT & SOUND - This JeU like a 
good Psggnosis game, garish with loud 
sounds, worth the effort of loading 

• GAMEPLAY - Entertaining but highly 
frustrating, good scrolling andjoystick 
reaction though 

• VERDICT - A reasonable contender in 
the new ideas field, and although I 
was not totally enthralled it provided 
some Interesting times 
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SAMPLE THIS! 



John S Davison concludes his 
series on sampling sounds using 
your ST with ajinal look at stereo 
reproduction 



I finally got my hands on it - Microde- 
al/AVR's Stereo Replay sampling 
package, that Is. It runs on any 
ST{E) or TT, so you ran at last make 
samples to fully exploit the STE's stereo 
sound system. Eking stereophonic it has 
twice the hardware muscle of its 
monophonic predecessors, and this is re- 
flected in the size of the cartridge - it's 
now a hefty "I," shaped affair over twice 
die size of previous Replay cartridges. It's 
still only 8-bit resolution though. 
The cartridge now sports four phono 
sockets, stereo left/right inputs, and 
stereo left/right outputs. Inputs take line 
level signals from your sample source, 
e.g. line oul sockets on a CD player, 
cassette recorder, or amplifier - or even 
from their headphone sockets. The car- 
tridge outputs connect to the "aux" in- 
puts of a stereo hi-fi amplifier. Playback 
can also be via the computer monitor or 
routed via the stereo output sockets of an 
STE/TT* 

The package also contains two double 
sided disks, and three instruction book- 
lets presented in the same slightly scruf- 
fy style common to all the Replay pro- 
ducts. The content is generally OK. 
although some of the more esoteric topics 
could do with better explanation, e.g. 
image panning and resampling. The 
disks contain two programs and some 
ready-lo use samples, which Surprisingly 
are mono only so don't fully demonstrate 
the package's sonic capabilities. 

STEREO 03H3T2 
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PRO-SERIES 
EDITOR 

The main program is die sample editor, 
which Is a complete departure from pre- 
vious Replay editors. It requires a mini- 
mum of 5] 2K to run. but really needs 
more to fully exploit Its potential. It won't 
run in ST(E) or TT low resolution mode, 
but claims to work with anything higher 
(including TT modes). I tried it in STE 
medium -res colour and hi-res mono and 
it worked fine. Its main functions are 
very similar to those in Replay -8 and 
Replay Professional (see Issues 52/53), 
but in appearance and operation it's tot- 
ally different. It's based on the editor 
supplied with AVR's expensive Pro -Series 

12-bit and 16-bit sampler packages, 
which makes much greater use of win- 
dows than before. 

On bootup you find yourself on a new 
desktop. l,e. the Replay desktop. This 
shows some unfamiliar icons, including a 
disk (tor loading samples) and a MIDI 
keyboard (for setting MID] parameters). 
At bottom left is a set of tape recorder 
like controls for handling record, play- 
back, fast forward, and rewind of sam- 
ples. Next to it Is the Block Control Panel, 
more of which anon. There's also a "fuel 
gauge" showing unused memory. 

Click on the disk icon to select and load 
sample files. At last AVk's standard sam- 
ple format definition shows its worth, as 
through it the program can read 8, 12. or 
16-bit resolution samples in mono or 
stereo and automatically convert between 
the formats as required! This gives you 
access to a much wider range of samples 



from PD libraries, etc. as discussed in 
the last issue, Note that you can only 
replay them in 8- bit format with this 
package though. It also reads lion ,AVR 
format sample files. 

After loading a sample, an icon repre- 
senting it (including its name) appears on 
the desktop. The sample's waveform Is 
also Immediately displayed in a window, 
either as a single trace tor a mono sam- 
ple or left and right channel traces fur 
stereo. The window can be resized, re- 
positioned, etc. as required, so you can 
still access the desktop if needed. You 
can keep loading samples until your STs 
memory is full, eaeh (me represented by 
its desktop icon. Up to seven samples 
can be viewed simultaneously, each in its 
own scrollable /zoom able window. 

Editing can be done on any section (or 
"block' ) of the sample, defined either 
using markers" or by "rubber- banding'' 
an area with the mouse. You can also 
place additional markers anywhere with- 
in a sample to indicate points of interest 
and quickly switch the editing eursor be- 
tween them when required. Any pair may 
also be used to define a block for editing. 
The Block Control Panel then displays 
ieons representing the more frequently 
used edit operations. These include cut, 
paste, and copy bloeks within a sample 
window or even between windows - great 
for making up composite sounds from 
several different samples! 

[jess frequently used functions may be 
accessed from the usual menu bar. You'll 
find familiar features from previous edi- 
tors here, some with enhancements for 
more flexibility. For instance samples can 
be reversed; superimposed on eaeh 
other; repeated; faded in /out; and 
volume manipulation performed. There 
are also some new facilities specifically 
for handling stereo samples Including 
swapping channels; channel-to-channel 
copying; channel cross-fading: and image 
panning - moving the sound about as It 
plays! 

Ijooplng is important for musical appli- 
cations, as it allows a relatively short 
sample to be played for any required 
duration without using additional mem- 
ory. You can easily drive yourself crack- 
ers jor should that be loopy!) trying to 
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And good Looping points within a sample, 
,as differences in volume, pitch and tim- 
bre at the chosen points ran often pro- 
duce nasty audible glitches in the sus- 
tained sound. The editor has some excel- 
lent tools Lo help you avoid this, includ- 
ing a special display to assist you accu- 
rately match up the waveform shape 
across the loop Join; a "snap" function to 
iiulomatirnlly pn si lion the loop markers 
at the waveform's zero volume points (al- 
ways a good pi acre to start); arid linally an 
automatie cross-lade at the loop join to 
help hide any remaining nasties. They 
still don't guarantee you'll make perfect 
loops, but they do improve the odds' 



RECORDING 
SAMPLES 

Selecting "new sample'" from the menu 
now creates a sample file into which you 
can record a new sample. A dialogue box 
allows you to specify the resolution: 
whether mono/stereo; and the sample 
length. Stereo samples use twice the 
memory of mono samples, so 51 2K Is 
barely adequate - only 5 seconds worth of 
samples at 22kHz sampling rate. 

Clicking on the "record" button brings 
up a recording control panel. This in- 
cludes an oscilloscope display; used to 
set the optimum input signal level. It also 
has buttons lor monitoring the input; 
setting a trigger level to automatically 
initiate sampling; and a manual sam- 
pling start hutton. 

This editor doesn't have a realtime spec- 
trum analyser, so de lent lining Irequenry 
content of a signal involves making a test 
sample first then using the Fast Fourier 
Transform facility on It, The FFT display 
is also useful when using the program's 
many digital filtering options to clean up 
or otherwise change the sound of the 
sample. These include low pass, high 
pass, band pass, and notch filters; bass 
or treble enhancement: DC bias removal; 
and a spot frequency booster - acting at 
any frequency you choose. 

As with previous Replay edllors 1he 
sound can also he changed by applying 
various reverb, echo, and flanging special 
effects processing to the basic sound. 
There's also a new facility for "re-sam- 
pling" an existing sample at a different 
frequency to that originally used. 

MIDI support is similar to that in 
Replay-£5. allowing only single notes to be 
played from a MIDI keyboard. You can 
assign single samples to individual keys, 
or play one sample pitch shifted across 
the whole keyboard, but there's no 
equivalent of the superb four-note 
polyphonic MIDI Play facility supplied 
with the Replay Professional package. 



STEREO DRUMS 

The other major program supplied is 
Stereo- Beat, a new version of AVR's ubi- 
qu lions Drumbeat drum machine prog- 
ram. It's very similar to Drumbeat Profes- 
sional described last issue, the main dif- 
ference being that drum sounds can be 
individually positioned to the left, centre, 
or right of the stereo soundstage. Central 
positioning Involves replaying the same 
signal on both channels, restricting the 
number of different samples playable 
simultaneously to 
three. 

As well as steplime 
rhythm putu-i n rni ry 
there's now also a 
new realtime facility, 
allowing you to "tap 
In" a drum part 
using the STs 
numeric keypad 
while listening to 
other parts already 
sequenced. 

You can also con- 
nect up to six drum 
pads via MIDI and 
play the drum sam- 
ples by hitting the 

pads. In this mode you can play a max- 
imum of four samples simultaneously. 
Other MIDI facilities include the ability to 
transmit or read external MIDI clock 
messages so Stereo- Beat can drive or 
sync to an external sequencer or drum 
machine. It can also transmit MIDI Note 
On messages, for playing sounds on ex- 
ternal expanders or drum machines. 
[ haven't covered every feature in this 
package, but I think I've said enough to 
give you a good idea of its capabilities. To 
summarise. I Lhink Stereo Replay is a 



terrific product, representing a real adv- 
ance in both hardware and software 
terms over Replay- 8. And at £89.95 it 
costs Just £10 more than its predecessor 
- that's a bargain in my book. Like 
Replay -8 its sound quality is good but 
still isn't really hi-fi - a Limitation of the 
8-bit technology. I guess. However, to my 
cars it sounds subjectively better than 
Replay- 8, probably because of the spa- 
tially separated sounds. 
1 found few niggles with it - minor quirks 
In Its ergonomics perhaps, but nothing 
really serious. The major omission is a 
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polyphonic MIDI keyboard facility. Ah 
well, you can't have every thingl 

Well that's it, the end of the Sample 
Thist series. We've covered a lot of 
ground, not only looking a( lols of sam 
pling related products for the ST, but 
also at some of the t heory behind how 
they work and the practicalities of using 
them. As always, if you have any queries 
on this topic drop me a line c/o Page 6 
and I'll do my best to help, 



SAMPLING XIPS 



With ANY sampler the quality of sounds produced depends very much on the care taken in 
recording the samples, as well as the technology used. So, if you want top quality results bear 
the following in mind: 

1 . Buy the highest resolution sampler you can afford- For most people this, means an 8-bH 
system, bul go higher if you can. More bits means "higher-fi" - less background noise and 
lower quantisation distortion, 

2. Ensure you use a top quality signal source, e.g. hi-fi cassette or CD. Input a rubbishy signal 
and you'll produce a rubbishy sample. 

3. Atways set the correct input signal level with the oscilloscope. Too law a level increases 
background noise and distortion, too high causes clipping dislortion. 

4. Use the highest practicable sampling rates. Lower rates mean increased distortion and 
restricted frequency response. 

5. Remember the Nyquist limit (see Issue 51) - don't try to record frequencies above about 
HALF the sampling rale or you'll introduce awful sounding aliasing distortion which no 
amount of digital filtering will ever fully remove. Use the editors spectrum analyser or Fasl 
Fourier Transform display 10 see what frequencies are presenl Filter out those over the limit 
AT SOURCE using your amplifier's lone controls, graphic equaliser, etc Alternatively, 
consider recording the sounds onto a multi-speed tape recorder first then sample them from 
here w th the tape ru-rnrig at -iai* speed This halves the irequencies, bringing them below 
the Nyquist limit. After recording double the sampler's replay rate to get back to the sample's 
original pitch. 

6. Replay the samples via an externa! amplifier, wilh tone controls set lor the best sounding 
results. 
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The long- awaited sequel 
to one of the best 
games of 1990 hit the 
stands a couple of months 
back. Having fought his way 
l hrouuh jive levels? of fiendish 
puzzles, monsters and traps to 
defeat the evil Necromancer, 
Karadoc the Dwarf now re- 
turns to his home village to 
gel his reward. Unfortunately 
something has gone wrong 
and you will have to guide the 
poor little guy through four 
more levels of mayhem. 
You need the original Cadav- 
er Game Disk in order to play 
The Payoff, This means that it 
is identical to the original 
game in the gameplay. There 
are a couple of new potions 
and spells and a few new ob- 
jects but basically it Is Just 
more of the same superb Joys- 
tick-driven graphics adven- 
ture! 

Level one starts off quite 
hard,, but level two Is a real 



killer - Le, you 
tend to die every 
time you enter a 
new room as (here 
are so many deadly 
monsters around! 
As before yon must pay the 
gods an Increasing amount of 
money for each SAW, so you 
will almost certainly run out of 
money on level two and have 
to restart it, being more care- 
ful with your SAVEs now that 
you know how to solve the 
first part of the level! 

It is a great relief to reach 
level three and not have quite 
so many fights to handle , but 
the puzzles start getting 
sneakier and sneakier through 
to the climax at the end of the 
fourth level when you finally 
get your reward - if you sur- 
vive: although there are fewer 
monsters on these levels the 
traps are deadlier! 

If you enjoyed Cadaver then 
rush out and buy The Payoff 




CADAVER 
PAYOFF 
Publisher: Renegade 
" 5 r cc: £25.99 
Reviewer; John Sweeney 



immediately. If you haven't 
played Cadaver yet, then you 
are missing a treat • I would 
thoroughly recommend that 
you get yourself a copy! 
There probably won t be any 
more of Cadaver since the Bit- 
map Brothers decided to kill 
Karadoc the f3warf off in the 
follow-up to The Payoff. This 
appeared as a single level cal- 
led The Last Supper on a Zero 
magazine cover disk a few 
months hack - you can prob- 
ably pick it. up from one of the 
PD libraries. Hopefully howev- 
er the Bitmap Brothers will 
develop the theme in their 
usual brilliant manner and 
provide us with more excellent 
graphic adventures In the 
future. 



SIGHT & SOUND 



Brilliant 3-D isometric graphics 
and animation, lots of nice 
sound effects- 



GAMEPLAY 



Superb example of a welt de- 
signed gome. Jam-packed 
with puzzles and traps to keeps 
yon perplexed for many hours- 



VERDICT 



More Bitmap Magic! 



FACTS 



Title: ONSLAUGHT 
Publisher: Mirror Image 
Price: £9.99 
Reviewer: Damon Howarth 



SIGHT & SOUND 



Good toud sound and FX, very 
colourful graphics which show 
well on screen 



GAMEPLAY 



An entertaining and Involved 
game which is a slightly more 
than just a snoot ern up r very 
smooth all round 



VERDICT 



Good value, very piov&ble and 
well worth exploring over a 
period of time 




Although now a budget 
release. 1 do not recall 
seeing this particular 
offering before. A very loud 
and colourful arcade game 
with some strategic overtones 
is presented here. In it Ihe 
player controls a lone fanatic 
warrior who is striving to 
make his way across various 
screens of enemies in a multi- 
tude of different ways. 
The game is set In the im- 
aginary area of Gargore a 
place where all the indepen- 
dent kingdoms are warring 
and looking for a hero to unite 
them under a common cause. 
Surprisingly the game comes 
with a mass of written mate- 
rial which give a deal of back- 
ground to the world. Indeed 



ONSLAUGHT 



vn the word sup 
port side it rwals 
many fantasy 
adventure games. 
The graphics are 
very strong especially In the 
major platform games which 
represent the battles. There 
are a bewildering array of ene- 
mies representing the different 
ethos and races of the enemy 
each with their own little 
death machines and large 
mines. All the same the basis 
of these battles is a platform 
and ladders game of great vio- 
lence. To alleviate the platform 
combat there Is a device enti- 
tled mind combat which invol- 
ves controlling a hand icon 
around the screen borders 
and firing the mind bolls , h ;i 
four armed head in order to 
fry it's brains. Such are the 
creatures of imagination! This 
part of the game although 
necessary for the play is 



perhaps the least satisfying 
both graphically and In play 
style. In essence it acts as the 
I-arge monster at the end of a 
le% r el but in practice these bat 
ties can come more frequently. 

In an attempt to appear more 
Uniu^y based the game allo- 
cates your hero a religion out 
of the several available and 
points are awarded or lost for 
attacking the i ight and wrong 
combinations of same. Again 
all this practically means is 
avoiding the potential allies 
and using magic objects upon 
them rather than senselessly 
killing everything on the map. 
The game has a great deal of 
potential and is saved from 
being samey by the play area 
editing feature which does 
allow lor interesting variations 
on the theme. 

I quite enjoyed this although 
the play could prove a little 
difficult for newcomers. 
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M~ agic Pockets is a 
Joystick-driven plat- 
form game. As the 
'Bitmap Kid' you must light 
your way through 25 levels 
against snails, green blobs, 
rocky people h etc. You attack 
with Tocketpower' - the longer 
you hold the button down be- 
fore releasing it the more pow 
erful it is. It takes four diffe- 
rent forms throughout the 
game, You start in the caves, 
firing whirlwinds, then it's on 
to the Jungle, where clouds are 
your weaponry. On the third 
world, the mountains, you 
attack with snowballs and on 
the final level, you throw Ice 
T-Cubes. There is an amazing 
variety of useful objects to col- 
lect, e g, magic potions, cups 
of tea and coffee, bubble gum, 
boxing gloves, a diver's hel- 
met, and a cool bike which 
kills everything LI hits • shame 
you can't take it with you! Also 
if you collect a gold star you 



will get one of 
another set of very 
helpful items. 

The levels are 
enormous mazes 
with 8-way scroll- 
ing; lots of dead-ends and hid 
den treasures make the game 
much more interesting than 
the average platform game. 

It is a bit tedious having to 
restart the whole game again 
whenever you die, rather than 
starting at the beginning of 
the world you were on, and 
the Bitmap Brothers tell me 
that there are no cheats built 
in. t-'oruinmely you have three 
credits to spend on extra lives 
so you can get quite a long 
way on each attempt. If you 
are really stuck you can ring 
0898 445928 for a hint (but it 
costs!). 

You get more powerups from 
Sweet Tilings: some are just 
lying around: you will get 
some whenever vou kill an 




enemy with full Pocketpower. 
If you pick up a cocktail be 
sure to make the next Pocket- 
power big as you will throw 
out even more Sweet Things. 
There are many places where 
speed is essential, for Inst- 
ance, if you don't hurry at the 
beginning of level 2 a rocky 
person will fall through some 
blocks onto your head, take a 
life, then carry on down, steal 
your bike and try to kill you 
again with it. It is very useful 
to find out where certain 
monsters come from and des- 
troy them before, or just as, 
they corne on to the screen. 
You should also be careful not 
to trap yourself anywhere, or 
you will have to waste a credit 
to begin the le\ r el again. 



FACTS 



Til c: MAGIC POCKETS 

Publisher: Renegade 

Price: £25,99 

Reviewer; Alex Sweeney 



SIGHT & SOUND 



Exceptant!? defatted graphics, 
Jafs of colour and very good 
animation. Gt&oi music and 
sound effects, including Betty 
Boo soundtrack 



GAMEPLAY 



Maybe a tittfe on the hard side 
but generally very good. Pretty 
addictive 



VERDICT 



Great fun. If you enjoy arcade 
games it is definitely worth a go 



FACTS 



Title: 5TARGLIDER 2 

Publisher- Mirror Image 
Price: £9.99 
Reviewer Damon Ho worth 



SIGHT & SOUND 



Good 3D animation allows for 
reasonable sim, the sound is a 
little weak apart from loading 



GAMEPLAY 



A very good example of 3D 
graphic flying combat games, 
smooth and enjoyable 



VERDICT 



A blast from the past thai is well 
worth the preservation 





Mirror Image have 
found some strong 
contenders in their 
line up to oiler success stories 
at budget prices. Starglider 2 
is no exception and gives 
strong support to their desires 
of being recognised as a pur- 
veyor of quality antique soft- 
ware. This is the follow up to 
one of the STs earliest succes- 
ses which showed the power of 
the 16 bit over the 8. Unfor- 
tunately even in the original 
incarnation number two never 
quite managed the accolades 
of the first, but such is the 
way of sequels. 
Tile player represents the 
hero Jaysan who has been 
persuaded in the accompany- 
ing 40 odd page long novella 



to help his friend 
Katra in the des- 
truction and e\ r en 
tual repulsion of 
the Ergon fleet. 
The Ergon's it seems are 
somewhat upset with the 
human race for beating them 
in the original game and be- 
cause their status as the uni- 
verse's greatest threat to the 
human race is being 
threatened. 

In order to strike fear arid 
submission into the Ergons 
hearts the couple of heroes are 
lo fly UiHf special ship The 
Icarus on a seek and destroy 
mission. This the game 
accomplishes by being a 
ralher good 3D space flight 
simulator which bears many 
of the hallmarks of Elite, The 
views from the cockpit are 
comprised of fairly fluid well 

: j 1 1 i 1 1 1: 1 1 1- : I fill* d M ) block 
graphics and there are plenty 



of opportunities to fly through 
space shooling protection ves- 
sels and even chances to 
bomb planets and defence 
systems. The control may be 
by joystick or mouse or. poss- 
ibly the best method, by 
keyboard. The actual flight 
simulation and fighting wit hin 
this game compares very 
favourably with that Keen in 
Elite, indeed should the prime 
attraction of Elite have been 
for you the combat, this game 
will prove heaven sent. It 
doesn't though ha\ r e the in- 
teresting trading sidelines or 
the special mission capability 
the other space classic has. 
Once die pure combat nature 
of the game is accepted then 
controls and graphics blend 
well for a fast and exciting 
game. This is well worth it's 
budget price for space cadets 
everywhere. I enjoyed this but 
personally I prefer Elite. 
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John S Davison's 

regular guide 
to music on your ST 



Who in (heir right mind would pay £550 lor 
an ST based MIDI sequencer? Answer - a 
surprisingly large number of people if sales 
of 'C- Lab's Notator package Eire anything to 
go by! Notator is used by musicians every- 
where, and surprisingly even some school music depart- 
ments now have It. After using Notator V3, 1 for a couple of 
months I now understand why it's so popular. 

Notator Is an integrated MIDI sequencing and music nota- 
tion package. As well as providing a terrific range of sequenc- 
ing facilities you can immediately see, edit, and print what 
you've played in true music notation. Its editing features are 
particularly strong, taut its score printing features are incre- 
dible - it's like a DTP program for music! 

Notator incorporates Soft Link, an application manager per- 
mitttng Joading of up to nine programs into the STs memory 
simultaneously and switching between them at wtlJ - If your 
ST s got at least 2MB of memory. Without Soft Link a mini 
murn of I MB is required. Notator also needs a double sided 
disk drive and a high- res monochrome monitor. 
The package is supplied in a 3" thick A5 ringblnder contain- 
ing not only a huge manual, but also five disks holding 
programs, fonts, demos and a tutorial; a command summary 
card: and the all-important security dongle which plugs Into 
the STs cartridge port, without which No La tor won't run. At 
first sight the manual looks daunting, but it's quite easy io 
use. It's divided into logical sections by separator tabs, and 
its index is excellent. 

I just can't do justice to Notator in a two page article, so I'll 
cover the sequencing aspects now and the notation features 
in the next issue. Even then I'll still only be covering a 
fraction of Notator's incredible capabilities! Incidentally, if 
you don't need Notator's score printing facilities you can buy 
C-Lab's Creator package for "only" £330. It's identical to 
NoLator except for the notation features. 



ROLLS-ROYCE SEQUENCING 

Notator's sequencer is definitely In the Rolls-Royce class, 
incorporating useful features just not found anywhere else 
(except perhaps In Steinberg's Cubase - Notator's arch rivall). 
Let's start with a brief rundown of its basic facilities, then 
move on to the more esoteric ones. 

It's basically a pattern based 16 track sequencer, allowing 
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separately recorded patterns he be arranged into a complete 
song. Four such arrangements can be run in parallel, in effect 
making it a 64 track sequencer. It's also possible to configure 
this as two parallel sets of 32 tracks. MIDI supports only 16 
channels, so if you need a separate channel for each track 
C-Lab can supply a hardware accessory called "Export" (£132). 
which expands the output capability to lour different sets of 16 
MIDI c hannels. A further two sets are available via Lhc "l.nimr' 
accessory (£390) - giving 96 MIDI channels fan all! 
All the usual sequencer functions are here. There's normal 
recording, and mer.ee recording, which adds new data into a 
previously recorded track. Drop- merge allows you to manually 
drop into record mode at any point during playback to add 
new data, while punch -drop is similar but erases existing data, 
Puneh-autodrop automates the process, switching in and out 
of record mode at preset positions. Cycle mode permits record 
trig while looping round a preset section of a track, either 
making a fresh recording at each pass or overduhbtn£ up to 
sixteen layers. Notator records MIDI da La in its input buffer 
even when NOT switched to record mode, so if you play 
something brilliant while rehearsing it's not lost - you just 
transfer It from the buffer to a track! 

After recording, tracks can be merged, copied , mixed {all 16 
tracks merged together), demixed {separated out again - useful 
when importing standard MIDI files), or single channels ex- 
tracted from a multichannel track. The usual copy, cut, insert, 
and delete functions working on predefined sections of them 
are also available. 

Notator has excellent quantising facilities. As usual they can 
be used to "tighten up" human playing timing deficiencies, but 
C-Lab have extended the idea via the use of grooves" - quanti- 
sation with deliberately varied timing characteristics. This 
allows "swin^" timings to be imposed instead of a rigid metro- 
nomic beat, Several preset grooves are supplied, or you can 
design your own if required. 



REMOTE CONTROL 

The sequencer is controlled via onscreen tape recorder style 
buttons, activated via mouse or 5T keyboard. There's also a 
"key remote" facility which turns 1 1 keys of your svnth 
keyboard Into remote sequencer controls - you can record, 
play, wind /rewind, switch tracks, etc., without touching the 
STt 

Positioning within patterns and arrangements Is normally 
handled in bar/beat /subdivision /tick format, where a tick 
normally equates to a 1 /768th note in this case. Alternatively 
it can use the hrs/mins/sees/msecs format, or SMPTE time- 
code format preferred by professionals if you also have C-Lab's 
Unitor hardware accessory , This allows the sequencer to accu- 
rately synchronise with an external multitrack tape recorder, 
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which has one of its tracks striped with timecode. Unitor also 
provides sockets lor yet [[tore < Lab accessories, namely 

Human Touch" (£170.50] which allows the sequencer's tempo 
to be controlled by Incoming audio signals, and "Steady Eye" 
{£456.50} used far synchronising it with video equipment. 
That's flexibility - no wonder the professionals love It! 

Patterns may be arranged into a song using a. text list, or via 
the "graph ieal arrange mode" new to this version of Notator, 
The latter uses a graphical representation of the chains of 
patterns , which can be easily edited using the mouse, it's even 
got an "audio scrub" feature allowing you to play small sec- 
tions of a pattern forwards and backwards to help find minor 
problems in the music. 

Notator ean also directly control a specially equipped Fostex 
mulULrack tape recorder via Unitor. The sequencer controls 
are linked to the Lapc transport controls via ME])]. Clicking on 
Notatur's Play button sLarts the sequencer AND the tape recor- 
der, and the two then run in perfect synchronisation. Position 
the sequencer to somewhere in the middle of a song and the 
tape will automatically fast wind to the exactly corresponding 
position. You can record vocals and other acoustic sounds on 
tape then treat them Just as if they were another sequencer 
track! 

You can apply various parameters to a sequencer track to 
change it's characteristics at playback time only, so the MIDI 
data isn't permanently altered. For instance you can transpose 
note pitch; alter note velocity or compress its range; loop the 
track independently of the others; and set note range limits - 
all in real time. Alterations can be made actually during play- 
back, so it's very easy to set the effect you're after - just use 
your ears as you twiddle the parameter settings! In fact, 
virtually all Notator's operations can be performed while play- 
back continues uninterrupted, ev r cn things like formatting 
disks and editing. 



HYPEREDIT 



Notator has a superb range of ediling methods Including 
event list: score; matrix; and "hyperedit". The event list edit oi- 
ls the heart of the system, as it can display and edit every piece 
of MIDI data present on a track. It also handles the special 
(non-transmlttable) "pseudo-events" inserted by Notator for 
internal control purposes, for Instance changing tempo; mut- 
ing tracks; loading the next song while the current one is 
playing; or showing the position of various score symbols in 
the score display. 

You Carl also use graphical editing methods along with the 



event list, the first being a matrix editor. This shows 
notes in the form of beams in a matrix, with pitch 
displayed across the horizontal axis and note start 
time and duration by the vertical position and length 
of the beam. It looks a bit like an old pianola roll, 
especially as there's a piano keyboard drawn at the 
foot of the matrix to help you assess a note's pitch. 
Notes are edited simply by stretching, shrinking, or 
dragging Lhc beams around the matrix with the 
mouse. You can easily alter a note's velocity too. All 
changes made here are immediately reflected in the 
event list data, which can be simultaneously dis- 
played In a separate window. 
Personally, ] don't like matrix editors. I'd much 
rather use a score editor, and Notator's is a real 
corker. It's much, much more than just another 
means of editing note data though, which is why IT3 
be dedicating a whole article to it in the next issue. 
The final editing method is Hyperedit. This allows 
you to easily Isolate and edit all events of one parti- 
cular type within a track. For instance, you could pick out and 
display all the snare drum hits in a combined drum track. A 
matrix approach is used again, with time along the horizontal 
axis showing where the events occur and the vertical axis used 
for an associated event characteristic, for example note veloc- 
ity, You can then add /delete /change notes as required, and do 
clever things like "draw" a gradual change in velocity or volume 
across a range of events - useful for creating crescendo effects. 
Each line on the display shows one instrument and you can 
group up to sixteen instruments together in sixteen scrollable 
lines. This makes hyperedit a useful drum rhythm editor as 
each line could show a diflcrcnt drum type, but its use extends 
far beyond this. You really have to use it to appreciate its full 
potential. 

Another Interesting feature is the "Realtime MIDI Generator". 
This gives you sixteen mouse operated "fader " controls which 
can be set to general e any type of Ml] 31 rial a and record it an lu 
any sequencer track and MIDI channel. They're particularly 
useful lor generating continuous chains of events needed to 
smoothly change volume or sound characteristics. For exam- 
ple, you can increase the volume of particular instruments as 
they take solos and reduce it again afterwards. This can be 
added AFTER you've recorded the Instruments themselves - 
it's like having an automated studio mixing riesk! 



REALTIME TRANSFORMS 

Notator will also "transform'' MIDI data, working either on 
data already recorded or in realtime as the data comes in 
through the MIDI port. User definable algorithms are used to 
select which data to change and how to change It. For exam- 
ple, you could reduce the effect of a modulation wheel; remap 
drum notes for use with a different drum machine; or delete all 
notes within a given note range. Comprehensive input and 
output filtering to remove unwanted types of MIDI data is also 
available, and with Unitor installed it can also handle realtime 
merging of up to three simultaneous MIDI Inputs. The pro- 
cessed input can even be routed back out via MIDI THRU to 
other MIDI devices If required. 

Despite its complexity Notator's sequencer is surprisingly 
friendly to use. It's solidly reliable too, and hasn't crashed once 
despite my tumbling experiments with it. Reasons for its popu- 
larity are now obvious - ease of use, superb facilities, flexibil- 
ity, reliability, and the thoroughly professional look and feel 
that pervades all aspects of It. And that's only the sequencer - 
wait until you hear what the notation part of It can do] Join me 
next issue to find out. 
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Hello againl Prepare yourself for 
another fantabulous STOS col- 
umn, packed full of reviews, list- 
ings and generally interesting stuff! Last 
issue I said that If anyone wants a STOS 
related product reviewing then get in 
touch. LitLle did I know that I would be 
bombarded by millions of STOS written 
art packagesl Well, maybe that's a leensy 
exaggeration but recently I have received 
two different art program st In depth re- 
views of both packages will follow shortly, 
but lirst the news! 
As mentioned last issue. Fun School 4 
is now out. 1 haven't actually seen the 
full package but I have seen a small see 
tion of the 7-1 1 year olds version. With- 
out going into too much detail, I found 
that the package is very well put 
together. The graphics are of a very high 
standard, and the educational flames 
have been well thought out. 1 would re- 
commend any parent to Invest in a copy 
of Fun School 4, if not for the children 
then for the demonstration of fust what 
STOS Is capable of! 



THE LISTINGS 

So. what programs have we got lined up 
for you this issue? Firstly, there is the 
colour definer accessory that was sup- 
posed to go in the last issue but was 
squee7.ed out due to space problems. 
Secondly, there's another handy program 
from Bruno AzZBIB - a sprite finder. Here 
are some brief instructions : 



PROGRAM 1 
SPRITE FINDER 

Have you ever loaded In a Sprite bank 
and wanted to find a sprite quickly and 
easily? I lave you ever forgotten which 
sprite number goes with a certain sprite, 
and had to manually search for it using 



the SPRITE command? Why am I asking 
all these question 53? No seriously t weVe 
all experienced Lhe hassle of looking for a 
sprite at sometime during our program- 
ming lives. This program is the perfect 
solution. After typing it in (and saving it 
for future use), load in a sprite bank and 
then run the sprite finder. From here, 
you simply use the mouse to lind which 
sprite is at each sprite number. 



PROGRAM 2 
COLOUR DEFINER 
ACCESSORY 

With this accessory you can experiment 
with the various colours available from 
your ST. It is pointless going into reams 
of text explaining how to use the prog- 
ram, as everything is fairly straightfor- 
ward. Nave fun! 

REVIEWS 

And now - the reviews f The two art 
packages up for review are GBPaint by 
Bruno Azzara of GBP Software and The 
Artful Doodlerby Daniel Spooner of DMC 
Software, 

THE ARTFUL 
DOODLER 

Upon loading TAD (as it shall be refer- 
red to from now onf] you are greeted wiLh 
a copy protection screen. 1 must confess I 
found this a bit strange for a home 
grown art package. Copy protection 
would be understandable on something 
like Deluxe Paint, but 1 cannot help but 
feel that pirates wouldn't be too interes- 
ted in any kind of home-grown software. 
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Hie lasL Lbiing you want when loading an 
art package is the hassle of finding the 
right page of the manual and entering 
some codes. 

Anyway, after tills minor inconvenience 
you are greeted with a title screen , fol- 
lowed by the main screen. One tiling you 
immediately notice is t he wealth of op- 
tions. All the usual bog-standard stuff Is 
here - such draw, line, circle, ellipse, 
box and OIL Other fairly normal features 
include rays, polygon, eraser, text, spray, 
brush, and an undo feature. 

TAD also has a bine k facility, and in- 
cludes a number of options to manipu- 
late blocks. You can also flip sections of 
screen, either vertically or horizontally. 
There is a zoom option to allow fine edit- 
ing, although I found this quite awkward 
to use because the zoom cursor only 
moves about on Id pixel coordinates. 
There are enlarge and reduce functions, 
to either enlarge a section of screen or 
reduce a whole screen into a smaller 
area, As usual with art packages, each 
has it's own "special' features. This one 
has quite a few - Triangle, Parallelogram, 
Circle Segments, 512 Colour Facility and 
Smear are the main unusual features, 

Triangle, Parallelogram and Circle Seg- 
ments are all pretty self-explanatory and 
are handy options. The 512 Colour Kacil 
ity allows you to have up to 512 colours 
on screen at once t instead of the normal 
1 6. This seems to be well implemented 
and is quite easy to use (surprisingly). 
One point - TAD allows STE owners to 
access the extra colours f 1 think the 
Smear function, however, is a total waste 
of time. Rattier than smearing or smoo- 
thing the cdt*es of objects, it. just makes 
them look a total mess! There are quite a 
lot of other minor tilings that have been 
built into TAD. some of them quite 
useful. 

As TAD is so big, It cannot be loaded 
into STOS as an accessory - it only runs 
as a PRG file. This is a major minus for 
STOS users. Thankfully. TAD can load 
and save in a number of STOS file for- 
mats, MfiK etc, Another annoyance is 
that you can only have one workscreen! 
Even on a 1 meg machine you are still 
limited to that one basic screen, I often 
make use of multiple workscreens, so 
found tills to be a serious flaw. 

One good thing about TAD is that you 



gel a well wrilten 40 page manual with it. 
Another good feature is the inclusion of 
'keyboard shortcuts' to enable you to 
quickly access different functions while 
still on the workscreen. 
Overall. I think that tills is a very good 
art package (especially for the price) 
which makes up for some of it's faults by 
having some very good options (such as 
the 512 colour feature). TAD is a\ r ailable 
at a cost of £9.99 (inc. P.&P) from Daniel 
Spooner at DMC Software, 6 Orchard 
Close, North Baddesley, Southampton. 
Hampshire. S052 9GF 



GBPAINT 

Seeing as I have waffled on about TAD a 
bit, I will make this review a little briefer. 
Ix"t inc get straight to the point G 13 Paint 
is an excellent art package. There is very 
little that J can fault GBPaint on - and 
believe me, I tried to find something! 
GUPalnt is polished and easy to use, yet 
is very powerful. Here is a run down of 
some of it's more unusual features : 

Block functions GBPaint can manipu- 
late blocks with ease. Multiple work- 
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screens - on a half meg you can have 2 
wdrkscreens and on a 1 meg you can 
have 1 0 screens! Grid - this is an excel- 
lent feature for STOS users, you can cre- 
ate grids (of variable sizes) for your 
games etc. with incredible ease! Text - 
you can load in your own fonts to use [3 
are supplied with the package!). Disk - 
GBPaint can load and save in 8 different 
file formats! 

There are other normal features that 
have been well Implemented - colour 
cycling, zoom etc. The zoom cursor 
moves on 16 pixel coordinates the same 
as TAD does, but only on the X coordin- 
ate ■ this makes it much easier to use. 
GBPaint has a lot of other functions, but 
it's big plus is that you can use it from 
STOS - which is very handy. 

Overall I prefer GBPaint to TAD, but , 
having said that I like them both for 
different reasons. There's no disputing 
that they are both very well written art 
packages and show what you can get 
from STOS with a lot of time and effort 
(and enormous programming talent!). I 
certainly prefer both packages to any 
other STOS written packages I have seen. 

GBPaint does come with a manual 
which is nearing completion as I write. I 
haven't actually seen it because I wanted 
to review GBPaint in this column, and 
not two months later. By the time you 
read this though, the manual will have 
been long finished. GBPaint is available 
at a cost of £1 2.50 from Bruno Azzara at 
GBP Software, 20 Heys Road. Ashton- 
u-lyne, Lancashire, OL6 £NZ 

Please make cheques/PO H s payable to 

Daniel Spooner" for TAD and ' Bruno 
Azzara" for GBPaint. Both TAD and 
GBPaint are STE compatible. 



FAREWELL 

Well, that's it for another column. Re- 
member, I'm always happy to receive 
STOS related products for review (but no 
more art packages please!) or programs 
to publish. If you want a reply h please 
include an S.A.E. I can be contacted at 
the following address. So, until next time 
- bye all! 

DION GUY 
STOS COLUMN 
1 1 SHORE CRESCENT 
BISHOPS WALTHAM 
HANTS S03 1DZ 

Listing 2 - Colour 
Definer Accessory 
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701 ttroU r_if f - rf.il 11 luik tiff 

BB teeet* 1,24 4 print " Ft G B- 

9C1 mB : it* ft -CI It) 4B tt*p 24 
J JIB for B=a ta LAH atep 24 
LIB bD< tt h B to A*£B„B+2B 

I2B sat zone L .ft, b ta A+^4 4 B^2fl r dec C i if i.-vJ than L~lh <risa it L~B th«i> 
0=24 

; i b ? newt ft 

1413 fif=hn-Ktr lealour (EJ ) 

5 3B I tor A=B to 1 7B fctop 24 i ink 1 • boy 14B-4..A-4 to ]/2+»,A*l2 ■ ink t> l 

ut rone LBIB+-D, I4H--3.A-4 to L72+-4,A+l2 i bar 148, A to 1 yj,f,*b : inc LI • nm<t A 

]AB f.,- P-B to J.7Q step 24 ± Ink L £ box lHB-4,A-4 to 212+4, A* 12 < ink D ± ut 

?lin,» I no + □ , 1 Hfi- 4 , ft - 4 I. Ii- 212 + 4, A*12 : ta' ] , 1 to 212,A-*a L L ni D ; r.e* t A 

37B ink 1 s draw 112, « to 
IBH dr*M 2-46,0 tc- 24S T 19"r 

19H if D0«B th*^ A*-"*" S At=A*-i-«tr-*4PBS] r : fit =At-^ttr t I PDS J ) : P.I -filt^tr 1 ;H\" . 
i A*-A* " " 

2Wd T3D-a 3 colour G,valiM) 

2tB ink B i bar lAaB.B to lTuB,!'?'? s bar 2S#B,B to 2"?*B 1 

223 if 6<B then locate t£,G*3<-l ■ print 

2^6 i*' then Locate 2B, ( lG-Bl*3-J + 1 s print "•" 

PQSE-rval lmid*LA* ,2^) i ■ PDS2-val 1mi d* lAt , 3 , !) ) a P033-v«l («i rf* (A* t 4 , 1 > i 
258 fiGB*»-Btr4tPCiei)+*tr*£POE2)*otr*i:paB3) d RGB*-RGB*- " " i Hit-ttr* (Bj +» - 
!• •■ Klj B+ i it J c-i (Wt) -IB then M=l? alee K-]H 
L!6a lcmatu W,24 i print Wl;" " 

27B ink 1 t oar 2* IBB-Ftl5] *2"-lB to 1 B T I BB-FUS 1 • 24—2 
■^BBl oar 26 , ]BB-FDS2«34-2 to 42,183-^052*24-16 
J"rtl bar "a, 1 H3-PD53^24-2 to frii T I HB-FDS3»Zfl- 1 B 
JJira nPnSl^FQSl 3 0PDS2=PD52 ± DPDS3=P0E3 

Iia L-f SET^bi then screen copy ptiyale to back ± a-ato back on j uhoui o«i ; SET-1 
32H If SFT^J then E=7 I tor to 21 ntep 3 i locate LB,A+L i print E $ CMK E i 

n»Kt A ; 5ET"2 
33H rem *» hWIW LOOP 

3*B repeat e K-zorie-fB) a V-r>auBB key ■ Kt-inkeyf : SC — ocancode 

350 if BC-*7 then cl > s bide on ■ for R-B to 15 a colour (UNM*i.Hj J ■ ne; fc 

R a BET-B a HO-1 a colour 2,470 i qoto SB 

3tA V*-*" i clear key ■ until v U and X<>fl 

37B if K>« and 5i'. 128 thc-n goto flb0 

3B8 if X-122 than qoiub 50a i Btf-U c qotc 3B 

398 if >:-l2B than goto b-Mfl 

•HVl if X-121 than goto 72B 

4tB if than dc-tault : and 

42B Ink B ■ it S<9 then bar 2 t 1BB-BPQS] *24-2 to IB, LBB-t^DE L*~4- 3a ; PDSl=S-l 
43« 1* S>B aj-ip X< i 7 than bar 2* . I F5H-npn S 2*24-2 to 42, 3fJB-aP0S2»2fl-lB > Pg52=X-<? 
440 if X>I6 *nd *<25 th»n bap- 3a, lfiFJ-DP053*24-2 to 66, lBS- n i ar ia3*24-|B t 
P0S3-H-17 
4oB goto i "70 

46B K-X-lflB a Bh-X a ink t i fi*-nati* i-ol out . &i 

47B bar 2, IBS -BROS 1*24-2 to t B , 1 BS U 24- 1 6 

40B b*r 2A, ISB-0P0S2PI24 2 ta 42, lBB -aPOS2*24-ia 

49B b*r 58, 1S9- 0P0S3»24- 2 to 46 . 1Q8-0PBG3*24 - 1 B a oato 203 

500 r;ii m BRflB SCRtTEN/SPft T 7E ^ALETTE ** 

318 cl» I htwt a pen 1 a C-B 

52B lot*t« «,? a centre "GfiifvB L3PPITE PALETTE* i locate B.ll i centra "GET 
PJCTURE PALETTE" t locate a T J3 i centra "FtETLjftN TO HA IN MtNLF" t tor A=9 to 13 
step 2 a box 70 r ft*0 2 to 234,A«S+ia i aet zone 128*11:^ 7B,fi*B-2 to 254,A*B+ia i 

inc C I rhewt A 

53B D*-" " s repeat c X-zorieiB) i until *< >a and nnuto key*! 

54B t* 1T-I2B then B*'"«,M&f:: H ■ rt*-"Brab ^prtte patatttl" 

55B if if -12 1 then D*-"*.«" i A*^"6et pic palatte fPII^NFfJ *ir tflik !■ " 

5t.a H It- 122 then return 

57B a* D*<y" then qato EV9B 

308 aoto 53B 

57B c.l* i F*-^ile sel Etctt CD« ,Af ,41 t if Ft-"" l.hwi r h).iu n 

bBSS CKtTicjht*lH H i> : if CKl > " MBt " ^nd CK*'>"»IED- and CKJO^PIl* than return 
bLl5 af fc*i n S" thion goto &2B ettie «r »-ie 3 i reitrve as screen 5 [ load F*,S t qet 
paletto r^) ± Dra.ce 3 ; DO- 1 i return 

i2B Iciad F i : Ixhi,nt (Hart 1 1 ) to star t il > * I ancjth i 1 J » "PAJ.T h t +4 i tor A*4l to 1= : 
i;olU«r fi,dwek (K+A»2> : nen t A -. erase 1 ■ DQ^l i return 
(jTB f-kb tit SAVE PALETTE AS ASCII « 
b4B cIb ; L*-'"* : H*-"ie palette " 
CiSB I or A-B to 15 t if A>B then G*t~ , " 

64B G*-Q* ^heii* icolour CAJ ) a 1_*-E*^G* : ne;- 1 n i m _ Ht*-Lt 

i,7B r*-file select* < " A5C" , "Save a palette in lldLIl *cy-(rat",4) 

iOe af F*- " 41 then SET-B a goto 30 

&9B it upper* lr i qht* (F* ^3) > ■. i M ASC" than goto 6?ti 
7BB opon out H : .1 i e print fti ,H* i close ■! 
/IB Gtr-B e LDtel i goto :« 
/2B rM <• LOAD ftSCI] E PALETTE FILE »» 

/ TB cLt ; F*=filB ■iP]ei:tt("*.AHr:", ,, l ^irtil ^ [irilnllir an A5C \ 1 (cmjf'^i 
/4H Ft-"" tlien SF1=« i qota "B 

7rjB , f Hr i ijr»t i(F* T 4'i !'! >". A5C " t»e" goto 73B 

7AB rip*'.. ... »1 ,F* : frjr fl-8 l.rj 13 : input #1,A* 

77» if A-81 tfuMi A*-A* "1B palette* 

70B colour A,val [A*> : ne*t t A r close Pi 

5FT-B ; DO- J a goto 3B * 
ABB data " r JAv£" 1 -PrtT' l "LOAD",*PALT',"Gfypy ,l ,"PAi.T'."aiJ] F " , " PFH1C5 " 
□ IB rem M CRP0R TRAPPlNu hCMJllNE •» 

B2B SET-fl i DO«l ■ cl> i hide on i locate B,LJ ; tvr.lr* "F.t m "'it. t(errnl t* K«a 
oc cured in 1 1 ne"+str.i Car r ] ) 

BiB locate B 1 1 1 ± centre "Fret*, any key In r esuie - 
B4B i- Lear key ± Mit key t r9Wm* 3B 
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SELECTED PERIPHERALS & SOFTWARE 

CAD TUF fif EDA1I Cll IAA CVCfCIIC 

FOR He, 51 FROM SILICA SYSTEMS 

L ALL PRICES INCLUDE VAT & FREE DELIVERY 


ATA PI fiTl 

MIMIxl 9 ■ , 





ATonce-Plus 




ATonce+ PC EMULATOR 



ATonee Plus is a PC-AT compatible erftulalar 
for all Atari ST models (except STACY). With 
ATonee Plus fitted, the Atari ST can be used 
as a PC-AT compatible computer. The 
emulator works with most Atari hard disks 
and provides compatibility with the Alari laser 
or inter. A professional fitting service is 
avail able from Silica for only £34. If you own 
an Atari ST and require PC compatibility, you 
will not do belter than ATonce Plus. 

far use with ST-E'b or MEGA ST"& an adaptor ,5 required 
(□rdur r»f- EMU 7460 Cr EMU 73D& M C29J. 



• FULL 16MHz 88286 PC-AT EMULATION 

• MDA, CGA, EGA & VGA GRAPHIC MODES 

• COMPATIBLE WITH ST HARD DRIVES 

• CAN ADDRESS ALL ST RAM - UP TO 4Mb 

• RUNS EXTENDED £ EXPANDED 89286 MODE 

• 386 VERSION FDR ST-E AVAILABLE SOON 

» TASK SWITCHER TO RUN MULTIPLE 
PROGRAMS SIMULTANEOUSLY 



f® 




RRP: £249 

£189 



Orper Re": EMU m§ 



3 ROBOTICS 4 30Mb & 60Mb HARD DISKS 



s SPREADSHEET 




PACE LINNET + FASTCOM 2 

Experience Ihe world & e«ckc»iic oom- 
rruninnlinnl This lcwc-551 Introduction will pro- 
vrfc yr'j w"!h hours cH snjoymant ax you ""nlk" 
lo relkjw canipuiftf users araund ihe warld. 

■ JipH.'.W w.'lrl Attii't FAStt&m I Jtrffmri 

■ V tmim mtnwr 

* f-aitf taiT.fat.'b'r ii Si ippmima 

* m./3ffi ■ i2SSJTS ■ ISfm tpaadi 

■ Ants ism) rate tesmtoQ , 
t iasy lp apiraryi f UK 5 ": 




£149 




ATARI ROBOKIT 

Explore Irw fasfiiralinp and intricate world of 
rotKHiciiwnh Rorxikil Thsccmpreheislw n- 
:arrz=n Idt STs can to jncd in conjunct ar 
with any Lopo Technical Kit ID build fill kinds 
ol models rind robots 

• feweittf, tstf-tt-\itt ttftirtf* iseiuieo 

• CtmptKtfe wNr iHAtvt Sfs 

• tVwfa wUJi iurjD faaainir Kin 

• Aa\met4 Stisiitti itant 
emtlrvttkxi jujhli&ji 

• fDurjAT.T Ami' 



I JkATARI 



£49 

Order *l: 5TP ?5K 





ATARI MEGAFILE 30Mb & 60Mb HARD DISKS 

An lr»Kp*nsr.* afiewer lo your maBB alo r &fie requires enta, Ala/I Megalllea. are Pull v compab- 
t>le »',ir all ST'S- £ir-3MlrJ,ng nigh capacity, ra.s: vrragn far data nnn appllnal-Kins 

■ JffrWfi or ftiwb tormajiw jfuraBs fapKn*r * CtmftHmttve mf-is-iiw Aist-Bi raffwrr 

* JM|piW zniauT CD-anSi.iatao ftyiinf # Faf! frzanrf frwiftvr .yJiliffar ix'Hiii 

• L'.TCDmuiirjiati niup-fc jnd pu jparar&m ■ Sxtactiwr A aril up J^rf i^lfMd 

■ PJi'fr JiU in mn J» 7 hwo i?is* *nV« ■ Ktep tog it 'toanatKom ' 

FREE - Atari Archive Ba ckup Software W orth £29.99 

AATARI 

MEGAFILE 3D 
& ARCHIVE 



HRP: E^SS 

£349 

Xfcf HJW4U0 



GRAPHIC APPLICATIONS 



B/W SCANNER 



AATARI 

MEGAFILE GO 
& AHCHIVE 

r— 

0 



HRP: E7W.99 

£499 

[Ml- IV hi-^j 




MASTIRPLAN 

SoohlsdlcaMd OEM sereacs'ie»i baaed on 
Ljcriut Wrth ir. you c*n wicuiflte your 
h.ame linancDS, pidt grapJia rx any crl Iha othor 

inou9usids at maihaniKica-; ca'cul«icna Fbr 
Bwryday home end buelnesa us*. 

■ ClfnT liiy-ra^ufl iuirwsr* 

t Wiii ivsr ft mttmm»tki> (oneiivt 

■ CMTpVftbi^jrnr 0t^% AvU'hVMi 

■ lottti 1-Z-3 eompMitie _ 
t StSin?$$ cwJU .?i».wi. 
• IMS t rttft SparatiiMS 



£39 





MEGAPAIHT It 

IT* tarf best high '*aolulion. rnonochronie 
graphing p*r:kngff Megpflninr II is d9S»grie(l 
To a\kr/i 'fou \a create, odit and HmaJisa aitwari: 

10 a linianad sta» oiw to paat-ne it Irea a DTP 
pHCli»ge A perfect DTP rcimpnnlcfi 

• Wnfgf mniulVun I'ttttr ri»ra> nn saeia 

• Onu □ami, ill ^ jyjnbn) Mfrarta 

• WiSfJUfli iawlnp 

• Aupr ™?fr a/ ftiai'i \ RRP f9995 



£89 



MEG A PAINT II PLUS 

Professional veraian ol MacPaint It, Ticluda* 
Dn map and vecrar graphics drawing tools. 

musivD range ol raatjrns and ract irrinrlarn 
Supp4r13 largo ScraBna, ralwLf ks unC TTs. 

• Muinprd iij^vr, htdt rtiSfor Ann' M ms^i 

• Mfttfrw nftsttm of h»U iwtf KacJ/ITrte 

• tMr *f wr Ai^s jiwtWIw* *f »n?*n 

• CmuBtlibm wM Paartlittr;, EHMNti 

• fry flwnflfw 



£199 




a 



DAATAscan PROFESSIONAL 

Allowa graphic* » ba acanned in 1c the Aia< 
ST and used m flrephic packageB w OTP pro- 

grnnr;. An ideal aJI-in-onn £olL:im Par yaur 
black and whica scanning inuuimnenla. 

* frtihxiftrfU jrjvrn.Vrff tMmtrt iuBptiBd 

• Smmstste JVHMUwi: M8-4B6dtf 

* High fpwJ prinrAip nprtin JU inrf pstnMTf 

* JSSinnt iHSfm( pri'drrl 

• CmttattAte Wit* SI? _ 

• iip ii' f i em tsafet 



QfiNDiAL 



nnp t1n9 95 



£169 

dim Ral J3J5 



f TECHISOBDX MAFtft 

it * 

i 




TECHNOBOX DRAFTER 2 

A poAflrful. o*- coal CAD package. Qu*ckly 
Oecrxning the leading ST C*C v^flm 
TochriGQcii pew id as ovary Inrility 1rm sbHdjs 
CAD uur will require. 

• CJfflur JLUVWf rd di'pd BiRTHon 

* Ahf&in *ymM Miwpfy 

* LWJd flift it duhlDf □'rJrers 

• f^m^lrt (JimimJlgnrna f 




PageStrearn 




PAG EST REAM 2 

PftgeSlraarn 2 is a lull and cornpeehe naive 
OTP package, *ou can creade letlerneads 

advmls.. manusls^ in tact anything rnqunng 
itr« I a n: grapl' cs !d ho ir if t Or a ue^|e> 

* CucnputVipflif pn-j™,! surfe ,'unfi 

* Wm text jfwvtrf rmifurv rtwirf uraofn'ci 

* Canywdiftfi im* rA» mi^fr ntprtntm 

m SmsiOjt Iwr sitdsmain frm- nimrJmipB, 57| 

* JfctT £ fiTNjniM jgfiirftjn f PflF S1M3 



Publishing 




SILICA SYSTEMS OFFER YOU 



• FREE OVERNIGHT DELIVERY? On all hardwari- orders shinned in Ihe UK rrRinland 

• TECHNtCAL SUPPORT HELPLINE: Team or ST CfcChniciil ftfpBrt& at yflur SfliViee. 

« PRICE MATCH: normally match coiripetrtors on a "S^me produd ■ Same price" basis 

• ESTABLISHED t2 YEARS; Pravan track njcand in professional gpmputar saias. 

• BUSINESS + EDUCATION + GOVERNMENT. Volume discounts available tor large Didsrs 

• SHOWROOMS? DRncistral :i srs training facililies at our Londo-n & Sidcup tranches. 
» THE FULL STOCK RANGE: AW at your ST requi r gmEnls hm dpr sjppl ?.r 

• FfttE CA7ALGC(jfESr Win be mailed to you with oilers and Ml? ware/peripheral details. 

• PAYMENT: By cash, ctsque and nil major n radii cards. 

Baroreypd uacide when bp&uru yauraottware and paripharale, *e a jggaat yuu tJiimic vary carafufry aboul 
WHERE you buy Eham. &:>":;id<ir whnl il wi ha licp p. f«iw mcinlhs jflor yen: hgoo mad? your purcha^n, 
when you may require help and acvice Win the company you buy horn contact you with details, ol new 
produces? Al Silica Syaiarm, vte ensure Ihflfl you Mill have- nulhing ta vinrry nb::.jt. Wrr hawn Isiun B-Stis.^ =h 
«d For gmer y?3*5 and. with our unrivalled experience and expertise, we can now clam lo meet our 
cj&wners ,iequrrefrian1e witti an urderalandii^ which ia aacond to nona. Bui don'l jusi laka cu- wurd 
fgr ii. Connpler* and TBlum ih? cwjpQfi now for our latesl Free litorature and begin to eKperwwe We | 
"Silica Systems Service". 



mil ORDER: 1-4 The Mews. Hatherley fld. Sidcup. Kent, DA14 4DX Tel: 081-309 1111 

<Z")9> Lm»s Op»" Mc" &* »'X4jTTljCl(lFrn f»0 LbI« «iQh| Op«nng fin Nw «<-WS QWU 

LDNDDN SHDP: 52 Tomnham Court Road. London. WIPOBA Tel: B71-5M 4DDD 

Cp^orvj rtciur?' UtjcvS^f ?35«*n-fll!l(lpm I hIh NkjIiI 0|:«*n T.y Ffli Ofl-SJ *W 

ldnddn SHOP: Seifiidges lis t\xr\, Oxford Street, London, W1A lAB Ten on-B29 1Z34 

Op»iMfva Hour): Mart-Sac fr-jjam B.Mpm Lata Uighi: hurmi't jmil Bpm EMwalan: 3iM4 

SIDCUP SHOP: 14 The Mews. Hatkrley- fld. Sidcup, Kent. QAI4 4DX lei: 391-302 8S11 

^^Sp^^g^tadrs^^^^a^^aj^anp^T^^^^^^h^ighl^^n^ 



MAIL ORDER HOTLINE 

081-309 1111 



SILICA 
SYSTEMS 



r am interested in: O 6 

Mr/Mra/Ma: Iniliali: .... 

Mdnsfx 



8 © 

... Surname: 



IH fr Silica Systems, Dept P5iX-Dg92-6&. HTheMefts. Hainnrley Rd. Sidcua. Kenl. DA1^'^\ 

SEND ME ST PERIPHERALS/SOFTWARE INFORMATION | 

o e © e | 

ZZZZZIIi 

I 

Poejeorje: 

Tel {Home): M (Work): ■ 

^Whlch ccrripuier[&}, if any b do you own? ,„„„„ 




with order? over £1 0 

Yes a £9 $5 Datasoft game absolutely FREE when you 
spend over £10 with the Accessory Shop. Check out the 
offers on this page and on pages 47 to 51 and send or 
phone your order. If it comes to more than £10 (excluding 
postage) we'll enclose a copy of this Pacman type game 
absolutely FREE if you ask for iL* 

*NOTE the game is on disk only and we will not therefore include a 
copy automatically unless your order contains disks 



FULL DETAILS OF THE OFFERS AVAILABLE FROM THE ACCESSORY 
SHOP ARE ON PAGES 47 to 51. AN ORDER FORM IS ON PAGE 52 




1 DISK ONLY 

The Inf ocom classic and ihe adventure game that changed the way 
all f Jin re adventures were written, The Great Underground Empire 
ef Zortc b& wall documented by now and thousands of players have 
become addicts graduating to Inleecm's more difficult adventures. 
Zark I i£ the ideal introductory level adventure lot" beginners Of 
Those with a little experience. If you have never ventured under- 
ground before now is the time to try, h's never been cheaper to 
expand your universe! Classic original InfocDm packaging with 
excellent manual end a map- 



CHECK OUT 
THE ACCESSORY SHOP 
PAGES FOR MANY 
MORE BARGAINS! 



OUR SPECIAL 
OFFER PRICE 



£2.95! 



LOWEST EVER PRICE ROMS! 



KABOOM 




Challenge the Mad Bomber as he tries to bomb you out of 
sight. Can you catch his bombs and dowse them in time? 
Or would you like to be the Mad Bomber and try to flatten 
one of your friends? Lots of excitement for one or two 
players in this addictive arcade game that won awards for 
Best Audio and Visual Effects when it was first released. 
Simple yet addictive. 



ROM CARTRIDGE 



OUR PRICE £2.95 



MASTERTYPE 

Now anyone can learn to type whilst playing a challenging 
game. Masterly pe was one of the original 'game based' typing 
tutors which requires you to zap enemy words as they 
approach from the four comers of the screen. But il not really 
a game for, before you realise it. you will become quite 
proficient on the keyboard as you progress through 18 les- 
sons of increasing complexity. 



ROM CARTRIDGE 



OUR PRICE £2.95 



SUPER SPECIALS 

MAXWELLS DEMON 

Check out the review In Issue 49. Paul Rlxon found 
this simple game to be quite addictive and at this 
price can you afford not to become addicted! It's a 
different type of game, mare in the Tetris mould than 
an arcade game. Il sure makes you think and the 
price won't break, you if you don't get fully hooked. 

DISK ONLY Recommended price £9.95 

SUPER SPECIAL JUST £1.99 

MR ROBOT & HIS ROBOT FACTORY 

One of the moat famous of platform games fhat has 
you Jumping over fire, running over breadmiHs and 
bombs, climbing [adders, sliding down poles and 
more with some great graphics. Master all 22 screens 
it you can and then create your own for nevereriding 
fun. This is what platform games are all about, 

DISK OR Recommended price 

CASSETTE £7,95 msetiet&$$ disk 

SUPER SPECIAL JUST £1.99 

ZAXXON 

One of the all lime etas Hies for the Atari, ZdXKOn set 
new standards when first issued and was copied 
many times. Pilot your Craft across the unique 3 
dimensional battlefield shooting enemy fuel tanks, 
anti-aircraft tanks and missiles before launching off 
through space tor the ultimate conflict with a mighty 
robot - few have got this far! Zaxxon, often copied, 
never bettered and NEVER at this incredibly low 
price! 

DISK OR 



CASSETTE 



Recommended price 
£7.95 cassetieJ£9.9S disk 



SUPER SPECIAL JUST £2.99 




ALL ITEMS MAY BE ORDERED WITH THE ORDER FORM ON PAGE 52 OR BY WRITING TO 
THE ACCESSORY SHOP, PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 
CREDIT CARD ORDERS MAY BE TELEPHONED TO 0785 213928 



